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S/zm & Trim with Skinny C Programming! 




"Open the pod bay doors, HAL..." 



Programmers cast their vote! 

Right now, leading software developers 
are hard at work on the next generation 
of Amiga® products. To add the 
spectacular sound effects we've all 
come to expect from Amiga software, 
they are overwhelmingly choosing one 
sound recording package.,. 
FutureSound. As one developer put it, 
"FutureSound should be standard 
equipment for the Amiga." 

FutureSound the dear winner*.. 

Why has FutureSound become the clear 
choice for digital sound sampling on the 
Amiga? The reason is obvious: a 
hardware design that has left nothing 
out, FutureSound includes two input 
sources, each with its own amplifier, 
one for a microphone and one for direct 
recoiding; input volume control; high 
speed 8-bit parallel interface, complete 
with an additional printer port; extra 
filters that take care of everything from 
background hiss to interference from 



the monitor, and of course, a 
microphone so that you can begin 

recording immediately. 

What about software? 

FutureSound transforms your Amiga 
into a powerful, multi-track recoiding 
studio. Of course, this innovative 
software package provides you with all 
the basic recording features you expect. 
But with FutureSound, this is just the 
beginning. A forty-page manual will 
guide you through such features as 
variable sampling rates, visual editing, 
mixing, special effects generation, and 
more. A major software publisher is 
soon to release a simulation with an 
engine mar that will rattle your teeth. 
This incredible reverberation effect was 
designed with FuUireSound's software. 






Question: What can a 300 pound 
space creature do with these 
sounds? 

Answer: Anything he wants. 

Since FutureSound is IFF compatible 
(actually three separate formats are 
supported) your sounds can be used by 
most Amiga sound applications. With 
FutureSound and Deluxe Video 
Constmction Set from Electronic Arts, 
your video creations can use the voice 
of Mr. Spock, your mother-in-law, or a 
disturbed super computer. 

Programming support is also provided. 
Whether you're a "C" programming 
wiz or a Sunday afternoon BASIC 
hacker, all the routines you need are on 
the non-copy protected diskette. 

Your Amiga dealer should have 
FutureSound in stock. If not, just give 
us a call and for $175 (VISA, 
MasterCard or COD) we'll send one 
right out to you. Ahead warp factor 
one! 



Applied Visions, Inc., Suite 2200, One Kendall Square 
Cambridge, MA 02139 (617)494-5417 

Amiga te a registsfed traddmark of Co mmod ore -Amiga Inc. 
Deluxe VkJdo Construction Set is a trademark of Electronic Arts, Inc. 
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CAN DO ALL THIS 



Get the maximum graphics power from 
your Amiga, Create stunning, lifelike 
computer artwork with Digi-Paint, the , 
first full-featured 4096 color (Hold and 
Modify) paint program. Break the '32 
color barrier" and finally realize the 
potential of your Amiga with Digi-Paint's 
advanced features: 

•4096 colors on screen simultaneously 

• NewTek's exclusive enhanced HAM 
mode 

•Dithered HAM gradient fill 

• Full screen effects including double, 
half size, mirror reverse and more 

•Full IFF and Digi-View compatibility 
•Use 320x200 or HAM hi-res 
320x400 resolutions 
•Fat bits Magnify mode 

• Rectangle, oval, line and other drawing 
tools 

•12 different paint modes including 
blending, tinting and smooth shading 

•Full lasso cut and paste with automatic 
edge blending 

•Programmed completely in assembly 
language for fast, smooth response 

Find out why Byte Magazine called 
Digi-Paint "Remarkable". Available now 
at your local Amiga dealer or call: 
1-800-843-8934. 



ONLY $59.95 
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An Inventive Approach 
^ Reality 
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inatrers ^^ into ycnir own iiands. Ox 
f^and- ^^^More rhanonce, a hniin^rorni 
Has turned innv a shower of practical 

real try. T) the skepric, the rruth can he 
hockinj^; 

Well, ntiw you can start your AMIGA 
flying hi^h with rhe dynamic, new ZING: 
utihty programs htmv MERIDIAN SOFT- 
WARE, INC 

ZING! proyrams are the hesr progmm 
companions for the AMIGA on rhe mar- 
ket today. Separately, rhey are practical, 
yer dynamic working partners. St runj4 to- 
gether. . .rhe skv's the limir! 



The High Point fn Software Innovation. 

^ 'MERIDIAN 
SOFTWARE 
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Thf t.istt'il and cli^ioe u.iy to work 
uirh the AMIGA, ZING! is .ictually a 
collection of utility pmgrams which, after 
in^talbtion. are invisible until called up 
H' the u^cr rha'ugh the use ot hot ko's. 
The m.iin Roal of ZING!, ts to essentiallv 
thmmntc the need ut Ic.im the operating; 
bV^tern pniMCot and cryptic conimiinJ>>. 
Funciions, include: copv'int;. editing, 
deleting;, sorting, renammfj, bearchina. re- 
oTganiimg file?., and much more' Ship- 
piny ncm for; 579,95 




ZiSGlKtT^ 2lN'G!Kirvs is a iophisncated. 

repriii^rfii^inahle MACRO and Hot Key 
prwgtam- A program which can stand on 
Its own, or he tied to ZlNGi You can 
Train ZINGlKey-s to accomplish the most 
anncyvinfjly irpciitivc tailcs in a much eas- 
ier fashion. Plus, ZlNGlKcyv illbw$ yruj to 
retrieve commands and reuse them, as 
xvetl ai the ahility to record mouse move- 
mtntj and use them with the press of a 
key. Shipping now for: $49,95 



ZlNG'^^pcl] 




.A< the n;>mt implies, 
ZlNGiSpcIl is .1 program which 
c<Tn detect misspelled words as 
vou iti' Tvpmt; tKem. A simple 
mrertacf .illow-* vou to CL>Tri-i;t ,i 
word, or .idd a \M^d ro rho 
dictionarv. You'll never need to 
buy .inorhi-r spellini; checker. 
Cm he UH-d with tiihet ZING! 
c tm f\ 1 n L- n t s or y lono - 5 4'^.9 5 



AMIGA is a registered trademark of Commodore-AMIGA, Inc, ZING!, ZINGIKeys and ZING'SpeSI are trademarks of Meridian Software. Inc. All rights reserved, 

Credit cards and dealer inquiries welcome 



Amazing Dealers 

The following are Amazing Dealers, dedicated to supporting the Commodore-Amiga™. 
They carry Amazing Computing™, your resource for information on the Amiga™. 



If you are not an Amazing Dealer, but would like to become one, contact: 

PiM Publications, Inc. 
P.O.Box 869 
Fall River, MA. 02722 
1-617-678-4200 
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Amazing ComputingTw is also available in most B. Dalton Booksellers stores, B. Dalton Software stores, and Software Etc. locations. 
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PrafEssianal 35mm Slides 
<3> Now you can have reproduction and 
presentation qualily slides of your work 

<3> Distortion-free — fills in raster lines 
crisp bright colors, converts ail IFF files 
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role-playing adventures. 



The Amazing Computing Amiga Games Catalog 



46 



Amazing Columns... 

AmIgaNotes by Richard Rae 61 

A review of the Sonix™ from Aegis Development 
(fomieriy MusiCraft) 

Roomers byJohnFoust 71 

Amiga in Media, Inside West Chester 
and other Juicy Rumors 

Modula'2 Programming 

on the Amiga™ by Steve Faiwiszewski 73 

The first of a series of articles 

on Modula-2 programming 

68000 Assemblv Language 

Programmi ng on the Amiga™ by Chris h/lartin 78 

Introducing the ROM Kernel Routines 

Tftg AmlQVi^ NQtWQrK^ byJohnFoust 81 

Desktop Video, COMDEX and MORE PDSII! 



and MOKE Amazing... 



Dlsk'2'Dlsk reviewed by Matthew Leeds 57 

A Commodore 64/1 28 to AmigaDOS file transfer utility 

77yg GQlQlfQnt9 Sm^^rd byJohnFoust 59 

A new standard for color fonts allows charcters to be 
composed of up to 32 color dots called ColorFonts. 

Skinny C Programs by Robert Riemersma, Jr. 67 

Techniques to overcome some deficiencies 
of the Lattice C compiler 

Hidden Messages In Your Amiga™ byJohnFoust 73 
Find some of the hidden 'Back Doors' in 
1.2 Kickstart/Wori^bench 

r/yg CQn9vmQr EloctivnlGS ShQW 

9ndQQMPEX byJohnFoust 87 

Amazing news coverage of the Amiga happenings 

at CES and COMDEX 



Amazing Departments... 

From the Editor 4 

Amazing Mail 6 

y^ Public Domain Software Catalog 91 

ii iiuuuauuuuuuuuuumuuuuu»uwuuuuu»UHiiHU i iK i it'iri i i i i i i i nui i ii i i iii in' i n rTriTmTnT-T- 



Amazing Computing © 1987 3 



From The Editor: 



An Issue on Games from a technical publication? 

Let's face it, August is not a great month for computing. 
There are always better things to do with your time. The great 
outdoors is always calling. Computer widows and widowers 
pull Amiga users into the bright sunshine, away from their 
electronic friends. 

When we first planned this issue, early spring was already 
warming the nation. We knew it was near impossible to get 
users excited about a good database or a new word process- 
ing program, so we decided to concentrate on the fun side of 
the Amiga™- - - GamesI 

Although Amazing Computing™ has printed game reviews in 
the past, we went a little overboard in this issue. During the 
last few months, we have compiled much information on 
available games and entertainment software. We have 
contacted software publishers and distribution houses to 
gather information on the many titles in our catalog. We now 
have 117 Amiga™ games listed. We are certain, however, 
that we may have missed someone. At press time, there 
were still last minute additions to the list. 

In short, although we wanted to emphasize games, we 
wanted to do a games issue the way we have done every- 
thing else — completely. 

We believe this is the most complete Amiga™ games list 
currently available. The list will be kept active, however, and 
any corrections our readers wish to make would be appreci- 
ated. We are considering running a similar article in our 
December issue for all the Christmas Amiga wish lists being 
prepared. 



Variety 

What is really surprising is not the large amount of entertain- 
ment software available, but the variety. 

Earl Weaver Baseball™ by Electronic Arts has kept certain 
members of the AC staff from lunch for two weeks now. One 
member is so enthralled by the game that he has input all the 
current statistics for all the major league teams. He has then 
used these players in real games (one game ran nineteen 
innings)! 

Eairl Weaver Baseball™ is unusual in its graphics presenta- 
tion. The players move smoothly, providing a believable 
atmosphere. It's one thing to create a good game based on 
sound ideas and algorithms, but if you can represent the 
game graphically or animate it believably, you have a winnerl 

Chessmaster 2000™ by Software Toolworks (again distrib- 
uted by Electonic Arts) gives a player the choice of either two- 
dimensional or three-dimensional play with wood or metal 
against the Amiga™. Telegames™ has developed two and 
three-dimensional Chess, Checkers and Backgammon XobB 
played with a human opponent over phone lines! This 



advancement marks the beginning of some very exciting 
ideas. With Sublogic's Flight Simulator™ having a similar 
capability, the idea of multiple players playing the same game 
through a network becomes a strong possibility. 



Amiga Potential 

We would not want you to think the Amiga is ONLY a game 
machine (even though there is a rumor that Bally is buying 
Amiga™ 1000 boards for inclusion in their coin-operated 
systems.). Our concentration on games in this issue is not 
just a mild distraction. Games allow computers to exercise 
their full features by pushing graphics and logic speed to the 
limit. 

I have always drawn away from promoting the Amiga at the 
expense of other computers. However, when the Amiga was 
still a "what's that" computer, I received a copy of Dr J and 
Larry Bird One on One™ from (you guessed it!) Electronic 
Arts™ . At the time, I had a version of the game for another 
computer, which will remain nameless. I compared the two 
computers by watching my friends play the game on each 
machine. Although the other machine was a very popular 
addition to a large computer firm's line, the differences were 
instantly apparent. 

True stereo and multitasking are nice features to talk about, 
but words lack the thrust of a good demonstration. On that 
comparison day, the multitasking capability of the Amiga and 
its special graphics ability were instantly recognizable. While 
the other machine was interrupting its sound for other voices, 
the Amiga was laying noise over noise for a more realistic 
enviornment. While the other machine moved through the 
graphics, the Amiga demonstrated smooth turns in animation 
and more detail in the players. 

It was probably this demonstration of the Amiga's features 
that sold me on the machine. 



Growth through Games 

I have no doubt that the rapid growth we are seeing in the use 
of computers and graphics is a direct result of the intense 
work of hackers on early computers trying to create a better 
game than the original Pong™. Soon, coin-operated games 
proliferated and better graphics were coming with each new 
entry. Full three-dimensional CAD systems were only a step 
away. 

So, forgive us this month as we play through the best part of 
the Amiga- - - its versatility. Let's put off the hard work until 
next month. Enjoy. 




Don Hicks 
Managing Editor 
Amazing Computing™ 
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Software designed for AMIGA. 



Lattice!^ C Compiler $225. 00 

New version 3.1 of the AMIGA DOS C Compiler replaces version 
3.03. Major enhancements include the addition of: TMU, an 
assembler, a faster linker and version 3 MS-DOS. 
With more than 30,000 users worldwide. Lattice C Compilers 
set the industry standard for MS-DOS software development. 
Lattice C gives you all you need for development of programs 
on the AMIGA. Lattice C is a full implementation of Kernighan 
and Ritchie with the ANSI C extensions and many additional 
features. 

Professional Latticef^ C Compiler $3 75. 00 

A new product called the Professional Lattice C Compiler is now 
available, It includes the C Compiler package (complete with TMU), 
plus LMK, LSE and the Metascope Debugger. 

AMIGA® C Cross Compiler $500.00 

Allows AMIGA development on your MS-DOS system. Price includes 
the Professional Lattice C Compiler described above. 

Lattice Screen Editor (LSE'"') $100.00 

Designed as a programmer's editor. Lattice Screen Editor (LSE) 
is fast, flexible and easy to learn. LSE's multi-window environ- 
ment provides all the editor functions you need including block 
moves, pattern searches and "cut and paste." In addition, LSE 
offers special features for programmers such as an error track- 
ing mode and three Assembly Language input modes. You can 
also create macros or customize keystrokes, menus, and prompts 
to your style and preferences. 

Lattice dBC nr" Library $150.00 

The dBCIII library lets you create, access and update files that 
are compatible with Ashton-Tate's dBASE system. dBC Ill's C 
functions let you extend existing dBASE applications or allow 
your users to process their data using dBCIII or dBASE III. 

Lattice Text Utilities (TMU''') $75.00 

Lattice Text Utilities consists of eight software tools to help you 
manage your text files. GREP searches files for the specified 
pattern. DIFF compares two files and lists their differences. 
EXTRACT creates a list of file names to be extracted from the cur- 
rent directory. BUILD creates batch files from a previously gen- 
erated file name list. WC displays the number of characters and 
optionally the checksum of a specified file. ED is a line editor which 
can utilize output from other 77kf 6^ software in an automated batch 
mode. SPLAT searches files for a specified character string and 
replaces every occurrence with a specified string. And FILES lists, 
copies, erases or removes files or entire directory structures which 
meet the specified conditions. 



Lattice Unicalc^ Spreadsheet $79.95 

Unicalc is a simple-to-operate program that turns your AMIGA 
computer into an electronic spreadsheet. Using Unicalc you can 
easily create sales reports, expense accounts, balance sheets, 
or any other reports you had to do manually. 
Unicalc offers the versatility you've come to expect from busi- 
ness software, plus the speed and processing power of 
the AMIGA. 

• 8192 row by 256 column processing area • Comprehensive context- 
sensitive help screens • Cells can contain numeric, algebraic formulas 
and titles • Foreign language customization for all prompts and 
messages • Complete library of algebraic and conditional functions 

• Dual window capabilities • Floating point and scientific notation 
available • Complete load, save and print capabilities • Unique 
customization capability for your every application • Full compatibility 
with other leading spreadsheets • Full menu and mouse support. 

Lattice MacLibrary'"" $100.00 

The Lattice MacLibrary^ is a collection of more than sixty C 
functions which allow you to quickly and efficiently take 
advantage of the powerful capabilities of the AMIGA. 
Even if your knowledge of the AMIGA is limited, MacLibrary 
can ease yOur job of implementing screens, windows and 
gadgets by utilizing the functions, examples and sample pro- 
grams included with the package. 

Other MacLibrary routines are functionally compatible with the 
most widely used Apple* Macintosh™ Quickdraw Routines™, 
Standard File Package and toolbox Utility Routines enabling 
you to rapidly convert your Macintosh programs to run on 
the AMIGA. 

Paner $195.00 

Panel will help you write your screen programs and layer your 
screen designs with up to ten overlapping images. Panel's screen 
layouts can be assigned to individual windows and may be 
dynamically loaded from files or compiled into a program. Panel 
will output C source for including in your applications. A mon- 
itor ancf keyboard utility is also included to allow you to cus- 
tomize your applications for other systems. 

With Lattice products you get Lattice Service including telephone sup- 
port, notice of new products and enhancements and a 30-day money- 
back guarantee. Corporate license agreements available. 



<^ 



Lattice 



Lattice, Incorporated 
Post Office Box 3072 
Glen Ellyn, Illinois 60138 
(800)533-3577 In Illinois (312) 858-7950 
TELEX 532253 FAX (312) 858-8473 

INTERNATIONAL SALES OFFICES: Benelux: Ines Datacom (32)2-720-51-61 
Japan: Lifeboat, Inc. (03)293-4711 England: Roundhill (0672)54675 
France: Echosoft (1)4824.54.04 Germany: Pfotenhaur (49)7841/5058 
Hong Kong: Prima 85258442525 A.I. Soft Korea, Inc. (02)7836372 
Australia; FMS (03) 699-9899 Italy: Lifeboat Associates Italia (02) 46.46.01 




Amazing Mail: 



Dear AC, 

I have read with much interest your latest Amazing Computing 
issue Vol 2 #6. I have particularly enjoyed the Amazing 
Computing Hard Disk reveiw on pages 8 and following. 

I was however "amazed" at Sheldon Leeman's statement on 
page 14 that the MAS-20 with its parallel Interface may be the 
only Amiga hard drive to work with the Sidecar. 

Not so! I got my Amiga and a Sidecar in February of this year 
and, in April, I took the floppy out. Installed it in a Radio Shack 
cabinet and replaced it with a 65ms, 20MEG Seagate ST225 
and Western Digital S-WX2 Controller card. 

The hard disk is divided 8 Megs on the Amiga side and 12 
Megs on the PC side and the two partitions coexist peacefully 
under a copy of the 2000 Bridgecard Workbench. The 
software is still a little buggy, but it works nicely. 

I was curious to run a few timing tests and see how the 
system compared with the other hard disks. Here are some 
of the results: 

1- Formatting: 

(Source Amazing Computing V2 #6, p 19, table 7) 

PALJr => 69,700 b/s 

Xebec 9720H => 42,300 b/s 

SupraDrive => 39,600 b/s 

Seagate 8,529,920 bytes = 4:50 => 29,400 b/s 

C Ltd Hard Disk => 16,500 b/s 

MAS-Drive20 => 13.500 b/s 

DF1 : => 8,000 b/s 

Seagate on 12 MEG partition => 82,300 b/s 

2- Copy: WB 1.2. c Directory 

(49 files, 377 blocks, 192,024 bytes) 

(Source >Am/igfalVor/of July/August 1987 page 28) 



PALJr 
Seagate ST225 

SupraDrive 
C Ltd Hard Drive 
MAS-Drive 20 
Xebec 9720H 
DF1: 



From RAM: To RAM: 

24 s 13 s 

24 s 19 s 

24 s 20 s 

25 s 23 s 
36 s 24 s 
60 s 22 s 
147 s 46 s 



3- Delete (WB 1.2. C Directory) 
RAM: 5 s 

Seagate ST225 7 s 

DF1: 40 s 

As we can see, the Seagate Sidecar combination is a very 
honorable one, producing performances approaching that of 
the Pal Jr. The mediocre formatting time, compared with the 
MS-Dos equivalent, is imposed by present AmigaDos 
limitations which will eventually get resolved. 

One thing is worth noting: the current prices for the Sidecar 
and the Seagate ST225 represent the most cost efficient way 
of putting a hard disk on the Amiga, since they total approxi- 
mately the going price for a typical Amiga drive alone. In 



addition, one gets MS-Dos compatibility for free, so to speak, 
and access to a wealth of powerful software. 

I am very satisfied personally with my system as it gives me 
really the best of both worlds. 

Claude Pouliot 
Quebec, CANADA 

777an/cs for the intense worfd Aitliough tliis combination might 
not be for everyone, it is nice to see how far you can expand 
your Amiga^ and still save money. 

Dear AC: 

THANK YOU very much. I was most impressed with issue 
Vol 2 #5 with respect to the music aspects. That is what sold 
me on your magazine. 

Sincerely, 

Robert Burnett 

Ontario, CANADA 

Theme Issues are always the most difficult to put together. It 
Is always a pleasure to know when one hits the mark. 

Display that Startup-Info with Speed 

Here's a little tip for those of you who put lots of information or 
instructions in your startup-sequence with ECHO command. 
As you know, this takes quite a while and disk grinding 
because the CLi has to load ECHO each time you use it. 

Instead of using multiple ECHOs, put your instructions or 
information In a file called README or INSTRUCTIONS or 
INFO. Then, in your startup sequence put: 

COPY README TO* 

This quickly writes the information or instructions to the 
screen, without any disk grinding! 

Plus, if your user wants to view the instruction again later, he 
doesn't have to look at the startup sequence and decipher out 
all those ECHOs. He just has to type: 
TYPE README 

Paul T Miller 
Moneta, VA 
Thank you for the Inslghtl 

Dear Amazing Computing Readers, 

I am a British oil field engineer based In Jakarta. I have the 
only Amiga in Indonesia (to the best of my knowledge) . 
Since it is the only one, I am having great problems trying to 
get hints/tips/info/public domain software etc. If anyone out 
there (user groups or otherwise) can take pity, I would be 
extremely grateful to make more "Amiga friends." I promise 
that all letters will be answered. You can contact me at the 
following address: 

Tony Beale 

C/O Diamond B Company 

PO Box 26/KBY 

Kemang, Jakarta 12001 

INDONESIA 

Good Luck I Being a pioneer Is always a lonely business. 
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AVAILABLE NOW! 

StaiBoand2 

If youVe owned your 
Amiga® for a while now, you 
know you definitely need 
more than 512k of memory. 
You probably need at least 
double that amount...but you 
might need as much as an 
additional two megabytes . 
We want to urge you to use 
StarBoard2 as the solution 
to your memory expansion 
problem -and to some of 
your other Amiga-expansion 
needs as well! 
It's small, but if s BIG- 

Since most of you want to expand your 
Amiga's memory without having to also 
expand your computer table, we designed 
StarBoard2 and its two optional 
"daughterboards" to fit into a sleek, 
unobtrusive Amiga-styled case that snugly 
fastens to your computer with two precision- 
machined jackscrews. 

The sculpted steel case of StarBoardl 
measures only 1.6" wide by 4.3" high by 
10.2" long. You can access the inside of the 
case by removing just two small screws on the 
bottom and pulling it apart. We make 
StarBoard2 easy to get into so that you or 
your dealer can expand it by installing up to 
one megabyte of RAM on the standard 
StarBoard2 or up to two megabytes by 
adding in an Upper Deck. 

This card has decks! 

The basic StarBoard2 starts out as a one 
megabyte memory space with Ok, 512k, or 
one megabyte installed. If you add in an 
optional Upper Deck (which plugs onto the 
Main Board inside the case) you bring 
StarBoard2 up to its full two megabyte 
potential. You can buy your StarBoard2 
with the Upper Deck (populated or 
unpopulated) or buy the Upper Deck later as 
your need for memory grows. 

And you can add other functions to 
StarBoard2 by plugging in its second 
optional deck -the Multifunction Module! 

StarBoard2:1unctionsfive! 

If we count Fast Memory as one function, 
the addition of the MultiFunction Module 
brings the total up to five! 
THE CLOCK FUNCTION: 

Whenever you boot your Amiga you have 
to tell it what time it is! Add a MultiFunction 
Module to your StarBoard2 and you can 
hand that tedious task to the battery-backed. 



AutD-Conflguring 

Fast RAM 

Zero WaitSlates 

User Expandable 

from 51 2k to 

2 Megabytes 

Bus Pass- Thmugh 

MultiFunction 

Option: battery/ 

clock, FPU, 

parity, Sticky-Disk 



real-time clock/calendar. A small piece of 
MicroBotics software in your WorkBench 
Startup-Sequence reads tfie clock and 
automatically sets the time and date in your 
Amiga. And the battery is included (we 
designed it to use an inexpensive, standard 
AAA battery which will last at least two 
years before needing replacement). 
THE FLOATING POINT FUNCTION: 

If any one aspect most characterizes the 
Amiga it's fast graphics! Most graphic 
routines make heavy use of the Amiga 
Floating Point Library. Replacing this library 
with the one we give you with your 
MultiFunction Module and installing a 
separately purchased Motorola 68881 FPU 
chip in the socket provided by the Module 
will speed up these math operations from 5 to 
40 times! And if you write your own software, 
you can directly address this chip for 
increased speed in integer arithmetic 
operations in addition to floating point math. 
THE PARITY CHECKING FUNCTION: 

If you install an additional ninth RAM 
chip for every eight in your StarBoard2, 
then you can enable parity checking. Parity 
checking will alert you (with a bus-error 
message) in the event of any data corruption 
in S!;arBoard2's memory space. So what 
good is it to know that your data's messed up 
if the hardware can't fix it for you? It will 
warn you against saving that data to disk and 
possibly destroying your database or your 
massive spreadsheet. The more memory you 
have in your system the more likely it is, 
statistically, that random errors will occur. 
Parity checking gives you some protection 
from this threat to your data residing in Fast 
RAM. Note that the Amiga's "chip" RAM 
cannot be parity checked. 
THE IMMORTAL MEMORY DISK 
FUNCTION (STICKY-DISK): 

When you've got a lot of RAM, you can 
make nice big RAM-Disks and speed up your 
Amiga's operations a lot! But there's one bad 
thing about RAM-Disks: they go away when 
you re-boot your machine. Sticky-Disk solves 
that problem for you. It turns all of the 
memory space inside a single StarBoard2 
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into a Memory Disk that will survive a 
warm-reboot! When your Amiga attempts to 
grab a StarBoardl in Sticky-Disk mode, a 
hardware signal prevents the system from 
acquiring the StarBoard2 as FastRAM (and 
thereby erasing your files) -instead it is re- 
recognized as a Memory Disk and its contents 
are preserved intact. If you want to work 
rapidly with large files of data that are being 
constantly updated (such as when developing 
software) you can appreciate the Sticky-Disk! 

Fast RAM -no waiting! 

StarBoard2 is a totally engineered 
product. It is a ZERO WAIT-STATE design, 
auto-configuring under AmigaDOS 1.2 as 
Fast RAM. Since AmigaDOS 1.1 doesn't 
support autoconfiguration, we also give you 
the software to configure memory m 1.1. 

Any applications software which "looks" 
for Fast RAM will "find" StarBoard2. And 
you'll find that your applications run more 
efficiently due to StarBoard2 on the bus. 

A passing bus? Indeed ! 

What good is an Expansion Bus if it hits a 
dead end, as with some memory cards? Not 
much, we think -that's why we carefully and 
compatibly passed through the bus so you 
could attach other devices onto your Amiga 
(including another StarBoard2, of course!). 

The sum of the parts... 

A really nice feature of the StarBoard2 
system is that you can buy exactly what you 
need now without closing off your options for 
future exapansion. You can even buy a Ok 
StarBoard2 (with a one megabyte capacity) 
and populate it with your own RAM 
(commonly available 256k by 1 by 150ns 
memory chips). When you add StarBoard2 
to your Amiga you have a powerful hardware 
combination, superior to any single-user 
micro on the market. See your Authorized 
Amiga Dealer today and ask for StarBoard2 

SUGGESTED RETAIL PRICING: 

StarBoard2, Ok (1 meg space): $349 

StarBoard2, Ok (2 meg space): $395 

StarBoard2, 512k (1 meg space): $495 

StarBoard2, 1 meg {1 meg space) $595 

StarBoard2, 2 megs installed: $879 
StarBoard2, 2 megs & MultiFunction: $959 

Upper Deck, Ok (1 meg space): $ 99 

MultiFunction Module: $ 99 
also available: 

Standard 256k memory card: $129 

MAS-Drive20, 20 meg harddisk: $1495 

MouseTime, mouseport clock: $ 50 



Superior Products 

"MicroSearch has a hands-on philosophy for product development. As a retail 
store and distributor, we constantly research the market Our formula for 
success is simple. At MicroSearch, we listen to our customers...carefully, " 



jWe would like to thank 
j Commodore for allowing us 
I to exhibit with them at 
\ COMDEX Spring '87. 




City Desk Sets New Standards in Desk Top Publishing 



City Desk is a full featured Desktop 
Publishing Program designed with 
both the professional and amateur in 
mind. Now you have the power and 
flexibility to create high quality, 
professional looking documents. City 
Desk is for the serious users who 
demand the best, in products and 
results. 

• Supports PostScript 
and HP LaserJet+ 



140 Page manual created with City Desk. 
Start Up exercise using text and graphics. 
Automatic kerning and leading. 
Powerful embedded command options. 
Unlimited font changes in the text. 
Flow text around graphics. 
Any number of fonts on a line. 
All preferences printers supported. 
Prints IFF pictures. 
Prints color pictures in gray scales. 
Text and graphic editors included. 
Not copy protected! 



$149.95 (U.S.) 



(This page was produced using City Desk and a PostScript printer) 



Head Coach 
Football Simulation 

( Available September 1 ) 

• Have instant replays, even slow motion. 

• Show Stats while game is in progress. 

• Player injuries and substitute players. 

• Create realistic defensive alignments. 

• Returns fumbles and interceptions. 

• Call blocking assignments. 

• Display jersey number or player strength. 

• Computer can run both or neither teams. 

• Create weather; wind, sun, rain or snow. 

• Choose stadium type, name and surface. 



If you've ever wished a computer football game 
could be more like a chess game... then its time 
you met the new Head Coach. Head Coach is a 
strategic game, not an arcade game. Playing 
Head Coach is as close to coaching the Pro's as 
you can get without signing a contract. You send 
in the plays, setting the strategy for those 
exciting long drives toward your opponent's end 
zone. You call the plays the same way a coach 
calls plays. It's easy and fun to have the QB hand 
off to the Halfback. And send him through the 
"three hole", by entering the simple command 
"RHB3". With Head Coach you can use the 
standard offensive or defensive playbooks or 
create your own. You can even design custom 
plays while the game is in progress! 




$49.95 (U.S.) 



Perfect Sound 

A true stereo digitizer for your Amiga. Record any sound in mono or stereo, 
then use the Perfect Sound editor to modify the sound. Delete, insert, graph 
or flip recorded sounds. 

Specifications 

• Record both channels simultaneously. 

• Lowest priced sound digitizer. 

• Sample length: 8 bits. 
. Sample rate (max): 23,283 per second. 

• Frequency response: 11.6 KHz. 

• Includes "C" source code. 

Amazing Review... 

"...This digitizer is fun and quite addictive! 
...I highly recommend the PERFECT SOUND 
digitizer!"-- Ron Battle, Amazing Computing, 
Volume 2, #5. 




EYE-RESolirtion 

SCREEH 

(^ MicroSearch 



$16.95 (U.S.) 

EYE RESolution 

The practical solution for virtually 
eliminating HI-RES screen flicker. 

• Improves contrast. 

• Attaches easily to the monitor. 

• No messy tape or weak velcro. 

• Simple "hook and hold" attachment. 




MicroSearch 

9896 Southwest Freeway, Houston, Texas 77074, USA 
(713) 988-2818 
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by Cinemaware 



"Your mission: destroy all KGB attack fighters 
and defend the US from missile strikes..." 



reviewed by Steve Hull 

GEnie: LIGHTRAIDER 
People Link: StEphen 
BIX: SlEphen 



It is October 25, 2017. Fanatical elements of the Soviet 
military and KGB choose the 1 00th anniversary of the 
Bolshevik Revolution to stage a coup against the moderate 
Communist government. The rebels have gained control of 
spaceport facilities, transportation centers — and several 
ICBM installations. The latter is what concerns the embattled 
Kremlin the most; 'Ihe militants are capable of anything," the 
Soviet Premier warns the U.S. President. The Premier 
promises total cooperation with the American government. 

It is against this ominous background that Master Designer 
Software's second Amiga title, S.D.I., is set. You become 
Sloan McCormick, a Captain in the (are you ready for this?) 
Orbital Marines. Your mission: To destroy all KGB attack 
fighters, defend the United States from missile strikes, repair 
damaged S.D.I, satellites, and rescue your old flame, Talya 
Kazarian, from The Nasty Commies. And in your spare time, 
Captain,., 



Eat photons, KGB dog! 

You won't have much spare time In this game. As the game's 
storyline goes, the KGB forces have decided to strike at 
America's not-quite-completed nuclear shield — a matrix of 
antimissile satellites in geosynchronous orbit 23,000 miles 
above the continental U.S. Most of the game takes place 
here, as you pilot your fighter against hordes of small, 
manuverable Soviet XB3 attack craft (Someone in the 
development stages of the game obviously had an Air Force 
background and a warped sense of humor; "XB-3" is the Air 
Force supply code for an expendable item). 

Most of the XB3's converge on the S.D.I, satellites like killer 
bees, while others attempt to lure you away. You must take 
out as many XB3's as you can, though their ranks are 
constantly reinforced. Successful dogfighting is a bit of a 
balancing act — too little speed and the XB3's will eat you 
alive; too much speed and you zoom past the satellites you 
must maintain. 




During the course of a battle the XB3's may Inflict damage on 
your craft's long-range scanner, radar, lasers, or engines. It's 
a little disheartening how thoroughly lost you can become 
when you lose radar and long-range scan - even close to 
your space station. And as if you didn't have enough to worry 
about, your shields are degraded with every hit you take and 
your energy supply depletes at a steady rate. 



Helpful advice 

Add to your woes an opportunistic second-in-command. First 
Lieutenant Andrew Bowman certainly means well, but he 
shows all the signs of a career bureaucrat in the making. 
Every time a satellite is damaged, he calls you up on the 
Viewphone to tell you all about it. "Soviet XBS's took out a 
satellite, Captain," Bowman lip-syncs breathlessly as his 
words scroll by, "Suggest you repair ASAP." Damaged 
satellites register on your radar, which means Bowman 1) 
Tells you something you already know, 2) Urges the only 
possible action, and 3) Keeps you from doing it, because his 



continued... 
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stalwart visage pre-empts your radar until he's through! 
Lieutenant, why don't you go ask the Sergeant for a big 
bucl<et of prop-wash... 

Just about the time you've decided to ignore all further 
messages from Earth, a chime sounds and the digital readout 
in your cockpit begins a two minute countdown. A KGB first- 
strike has been detected and you have just two minutes to 
repair as many satellites as you can, dock with the U.S. space 
station, and assume control of the particle-beam weapons 
that will (you hope) blow the Rooskie ICBM's into space-dust. 



Battle stations! 

If you've timed it right, the first missiles should be just 
breaking over the curvature of the earth as you arrive at the 
battle station. As the each missile appears, a small red dot 
lights on the U.S. continent below, signifying the city targeted. 
Now it's time for some quick decisions — you must decide 
which missile to target, whether to use the beam (strong, but 
strictly one-shot) or pulse (not as potent but allows repeated 
firing), and primary or secondary modes. If you select a 
missile within the range of a damaged satellite, your work is 
even more difficult. 



message chime. What is it now, Lieutenant, you think to 
yourself as you punch the M key to bring the message to the 
screen. 



Lady In distress 

That's no Lieutenant! The woman on the viewscreen is Talya 
Kazarian, who you, you sly dog, apparently shared some 
shenannigans with on the Mars trip of '09. She is now 
Commander of the Soviet Space Arm, In charge of the 
massive V.I. Lenin Space Station - which the rebels have just 
stormed. She needs help. That's you, bucko. And the 
countdown says you have just four minutes to pull off a 
rescue, so you'd better beat feet, or beat wings, or beat 
thrusters - whatever people in space do when they're in a 
hurry. 

Four minutes will get you to the Soviet station with about three 
minutes to spare - if you take your time. The reason for haste 
is, the rebels have occupied the station and you will have to 
fight your way past three waves of soldiers with lasers to 
reach your lady. Not as much fun as it sounds, Captain. 




Once you've selected a target and mode of attack, a closeup 
of the missile in flight appears on the monitor and you must 
track its evasive actions. If you hit it, it explodes in a satisfy- 
ing cloud. If you miss, you can try again...maybe. Too many 
tries and deadly mushroom clouds blossom on the continent 
below. To repel the strike you need a steady hand, a quick 
mind, and the reflexes of a housefly. 

A driving soundtrack, fast action and the need to make a lot of 
decisions fast make this the best part of the game. The 
designers have succeeded in creating a real sense of urgency 
that I found very involving. 

In the course of the average game you will face between 
three and four missile strikes, each one progressively tougher. 
And just when you thought you'd seen it all- PING -the 



We'll leave it right there. Better to leave the aftermath of the 
rescue to your active imagination, but don't expect much - 
apparently Orbital Marines aren't as well rewarded as 
medieval knights. If you've seen Defender of the Crown you 
know what I'm talking about. If you haven't, then you should 
A-hem. 

If it sounds like I had a lot of fun playing this game for the 
review, you're right. But S.D.I, is not without its flaws. 



On the downside 

Extended sessions of S.D.I, can become monotonous; the 
XB3's aren't particularly challenging adversaries, and It soon 
becomes a matter of loitering in the area waiting for them to 
take out a satellite - which you promptly fix. And then loiter 
some more. After a while you begin to feel as if you're just 
killing time waiting for the missile strikes, though getting 
aggressive with the XB3's speeds things up quite a bit. 

continued.. 
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Why should your 500? 



So youVe purchased the great new Amiga 500 and youYe 
ready to create music like Mozart, art like Andy, and spread- 
sheets like nobody's business. 

Well, maybe. 

Because without enough power your creations may come 
up a little short (sometimes by a megabyte or more). 

Fortunately we're here to help. We're Expansion 
Technologies and we've developed our Escort System 500 
specifically for your Amiga 500. 

It's two megabytes of ram expansion that can be upgraded 
to four megs, or you might add a 20 or 40 megabyte hard 
disk. You can also add a second floppy disk drive for even 
greater power. And because we've made it modular you can 
purchase it all now or build it slowly as you go. Either way 
you'll be getting 2000 power at a 500 price. 




500 



VISA and MasterCard accepted. 



Dealer Inquiries Invited. 



The best part is that it all fits neatly on top of your 500 and 
supports your monitor for optimum viewing. Of course a 
price of only $849 for an Escort System 500 loaded with two 
megabytes is pretty hard to beat too. rPPfinT 

And for tiie Amiga 1000 LuLUn I 

users we still have the popular system 

Escort 2 with two megabytes 
of ram expansion at very 
popular prices. 

So if your Amiga 
is feeling a bit light 
headed give us a call 
at 415/656-2890. 
Or write us at 46127 
Landing Parkway, 
Fremont, CA 94538. 



EXPANSION 



2000 POWER AT 500 PRICES 




MVE 

AssocBtes 



19 Crosby Drive 
P. 0. Box 523 
Bedford, Mfl 01730 
617-275-8892 



AUTHORIZED COMMODORE & fiMIGft SERVICE 
TIRED OF THE HIGH COST OF REPAIRS ? 
Amiga 1000/500-$29. 95 plus ports/tax 
C-64/128-$19, 95 plus parts/tax 
Free estimates, No defects-No charge 

UIE DO WARRANT Y WORK ! ! 
WE CHARGE BY THE JOB, NOT BY THE HOUR 



The game also suffers from the dilemma faced with varying 
degrees of success by its' Hollywood counterparts - 
anticlimax. Okay, so you've repaired America's space shieid, 
intercepted 40 incoming nukes and Saved The Girl — now 
what? Even George Lucas has had problems answering 
that one (as the endings of his Star Wars films attest). 

So how do you end a game like this? If you*re unsuccessful - : 
say, if you are killed in action or let too many missiles get 
through - the screen fades to an eerie thermonuclear red, and 
a scene - usually the Capitol building or the President's 
Cabinet - appears, with a message declaring the beginning of 
World War III. Cut to an interior shot of a darkened theater 
with closing credits on the screen. That's not too bad, even 
good for a chill or two at first. 

The real anticlimax comes if you win. In one game I finished 
off all the fighters, successfully intercepted all missiles and 
fixed the satellites. My reward? The now-familiar Capitol shot 
flashed up with the President's words ticking across the 
bottom of the screen: 'TO MCCORMICK: CONGRATULA- 
TIONS, YOUR PERFORMANCE WAS VERY GOOD, SOME 
FEEL YOU COULD HAVE DONE BETTER." \Ne\\thankyou 
very much! Next time send Oliie NorthI 



find if you do so the game becomes quite flat - especially in 
the more engaging sequences such as the shootout in the 
Soviet space station. One quibble: Cuomo's scores cry out 
for better instrumentation. 

Besides the music-off feature, the programmers included two 
other nice options; pause mode (though not while docking, as 
I discovered the hard way), and the ability to copy the 
graphics files to RAM if you have expanded your Amiga's 
memory. Allowing use of the ramdisk was a good move, but 
even on a 51 2K system, the disk accesses are fast, well- 
timed and relatively unobtrusive. 



Expanded memory 

Some Amiga owners with expanded memory have experi- 
enced loading problems with S.D.I. In particular, early 
versions of the game don't seem to like the Microbotics 
StarBoard2 memory expansion, and will lock-up when booted. 
Master Designer Software is aware of the bug and later 
releases of S.D.I, have been corrected to work with the 
Microbotics unit. If your disk won't boot, Jim Cutter of Master 
Designer Software recommends you send the disk to Mind- 
scape at the address below for the debugged version. 



Summary 

Cinemaware's "movie" metaphor is its biggest "draw" - and it's 
biggest drawback. A movie is only new once; after the first 
showing you know the plot, and subsequent viewings are 
never quite the same. But let us note that movies on vide- 
otape sell very well nonetheless. 

Overall? I give it three stars out of five— not a bad rating for 
a new "studio"'s second film. It'll be interesting to see the kind 
of work Master Designer Software releases as the company 
matures and its programmers really learn to make Ami walk 
and talk. 

When S.D.I, is good, it's very good. And even when it's bad, 
it's not so bad. Pop some popcorn, lower the house lights 
and enjoy the show! 



Graphics and sound 

The graphics throughout the game are bright and comic- 
bookish; a far cry from the masterful Sachs artwork that 
propelled Defender of the Crown to the top of the software 
charts. Some parts (for instance, the night view of the 
Capitol) look as if they were ported unenhanced f rom the ST 
version. The cartoon approach may not be such a bad thing, 
on the balance - how much realism do you WANT in a game 
about thermonuclear war? I mean, I had trouble dealing with 
the previews of The Day After. 

The sound effects are OK, suitable to an arcade game but 
nothing a Commodore 64 couldn't handle. Jim Cuomo's 
soundtrack is very good; his compositions for Cinemaware 
mark the first serious attempts to compose music that actually 
enhances the story's mood. The software allows you to 
toggle off the music, leaving the sound effects intact, but you'll 



S,D.K 

$49.9$ suggested retail 
Copy protected; requires 512K RAM and on© joy$tick 

M9st0rO0Slgn0rS0ftw0ret 
Mark0t0dbyMlndsc0p0f Inc. 

3444 Dundee Road 
. NortbbrookJL 60062 
(aia)4aQ-76$7 



The author would like to thank San Antonio's The Computer 
Experience for their assistance in preparing this review. 

•AC- 
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EARL WEAVER 




reviewed by 
Keith Conforti AC Art Director 




Did you ever wonder just how important a Major League 
manager Is? It seems like the players can take care of 
themselves, right? Wrong. Who tells the infield to play deep 
or to charge the ball? Why does the outfield shift to the right 
when a dead-pull lefthander is at the plate? Does the pitcher 
just decide to call it a day and go to the showers after he's 
been hammered for five innings? The answer to each of 
these questions is the same. The manager is responsible for 
these plays and many other baseball brainstorms. If you don't 
believe me, you should try Earl Weaver Baseball. 

Earl Weaver Baseball, by Mirage Graphics, Inc. and Elec- 
tronic Arts, is a baseball strategist's dream. The program- 
ming, by Eddie Dombrower, is a powerful bounty of statistics, 
graphics, and strategy. You can create your own leagues, 
divisions, teams, players and even their individual statstics in 
many categories. It is a remarkable one disk program that 
requires Kickstart 1.2 and a minimum 51 2K system. For the 
copy-happy folks out there, this game IS copyable , but 
utilizes the key disk format. 

The first screen after the credits drag by, is crammed with 
options for you to delight over. There is a home team and a 
visiting team. Under each of these columns you may select 
each team. In one player mode, you are the home team and 
the computer is at the helm of the visitors. Control options 
include the mouse, keyboard or joystick. The joy of this 
selection lies in the fact that any combination of use is accept- 
able (except two keyboards!). It takes a while to learn the full 
capacity of movement of the controller, but give it time. You'll 
soon become adept at making even the toughest throws from 
the shortstop hole. 



Dugout Decisions 

There are four levels of play to chopse from: Sandlot, Semi- 
Pro, Minor League, and Major League. At the Minor and 
Major League levels, you control your destiny entirely. Play is 
at its most aggressive here, with faster baserunners and 
wittier pitchers. In fact, you cannot hit any pitch outside of a 
diminished strike zone. Be sure you've got a keen hitting eye 
like Wade Boggs before attempting these modes. In the 
Sandlot and Semi-Pro modes, the computer controls your 
baserunning, while you are in charge of swatting the gophers. 
Play is less aggressive and the strike zone is noticeably 
larger. These modes provide a great feature in that they allow 
you to handicap between players of different experience in 
order to keep the game competitive. 



Now that we've chosen a level of play, you have to pick a 
level of managing. That's right! You'll need experience as a 
manager, too. You can let Earl manage, you can play and 
manage or just manage. If you choose the manage only 
mode, the difficulty levels are inactive. 

Under team selection you'll also find there is a choice of 
pitching styles (no, it's not side-arm or scuffball). One Pitch is 
the fast version where a full at-bat is determined by a single 
pitch, unless it's fouled off. Full-at-Bat is the real thing for all 
you baseball junkies. 

The last selection under the Teams column is a choice 
between League and Non-League format. In League format, 
pitching rotations must be maintained (pitchers need at least 
three days rest between starts). Also, injuries are bound to 
occur and injured players can miss a devastating number of 
games. I was playing a league game versus the computer 
who had Ron Guidry on the mound for nearly NINETEEN 
INNINGS before he succumbed to an arm injury that has him 
sidelined for the next eighteen games. I guess the Ragin' 
Cajun lost some of his Louisiana Lightnin'l 

Another incredible feature of Earl Weaver Baseball is the ball 
park selection. There are thirty-two different parks to choose 
from, most of which are actual Major League stadiums. And if 
that's not enough for you, just create your own ball park with 
dimensions that could stop Mike Schmidt from puttin'em out! 



Preparing the Lineup Card 

An important decision for you to make before you PLAY BALL 
is if you w^nt to play an arcade version or a regulation game. 
Arcade compiles lineups, allows no substitutions and does not 
compile stats at the game's end. A Regulation Game allows 
you to pick a starting lineup, make substitutions, compile new 
stats, and play by the official League regulations. For me, 
anything but League play would be a crime! Your lineup 
options don't end here, though. Once you've made out your 
lineup cards, you can print them out with sports page clarity 
(final box scores can be printed out also). This added bonus 
is beneficial to keeping for organized league. 

Ori this opening screen (that's right, sports fans, there's tons 
of info on this screen) there is a column called Things To Do 
Included here are options to be the General Manager. 
Commisioner. and also to display the compiling stats which 
are broken down into league leaders, team totals, and league/ 
division standings. It's the next best thing to (;s>* foda/'s 
baseball roundup. 
■ continued... 
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Being the General Manger puts a wealth of power in your 
hands. You can trade, draft, clone, or retire any player. If you 
choose Edit Player, you may create your own players or use 
current players in the Majors. These players can be applied 
to any league or team you create or that \s already existing. 
There are a lot of statistics you're responsible for when 
creating a player. YouVe got to know and understand your 
numbers and percentages before playing games with the 
stats. The Stat Compiler takes everything into account when 
assessing a player's talent. When you create custom teams, 
you even get a choice of an official team colorl 

An even more powerful position is at your disposal, — League 
Commisioner. The Commisioner can create new leagues, 
divisions, teams and custom ball parks. You can also grant 
players a day off which is effective in resting your pitchers for 
league format. 

Formatting a Stats disk for all your custom creations must 
also be done by the Commisioner. To this disk you can also 
copy ball parks, as well as save your games (you might have 
a rain delay!). By the way. Electronic Arts has made a 1986 
player and stadium data disk available for $19.95. 



On the Diamond 

Don't think you have to aeate all players for Earl Weaver 
Baseball. A few teams are provided for you to start with. 
These teams are the All-Time All Stars including the likes of 
Babe Ruth, Ted Williams, Sandy Koufax, and Ty Cobb. They 
are great to start and to get the feel of the game, but undoubt- 
edly, you'll soon be itching to create your favorite players and 
teams. 

Now that we've finally made the playing field, let's take a 
gander at the bbnde behind the first base dugout — sorry, I 
meant the scoreboard! Listed are the Runs, Hits and Errors 
for each team, abng with the inning, out, and count on the 
batter. The action is described by initials in the count column 
— an example would be FC for a fielder's choice. The 
batter's and the pitcher's current stats are also displayed. 

Behold the split screen. The graphics are fantastic even 
though the cotors aren't too developed. Animation of pitcher 
and batter are simply superb. The wind-up and delivery of the 
pitcher is as smooth Roger Clemens' motions. The crowd 
roars as each player is introduced by the infallible announcer. 
Listen to the umpires as they make their Infallible" calls on 
foul balls, close plays and balls and strikes! 

Choosing your strategy on the diamond is a breeze. The 
strategy menu offers choices for both offense and defense. 
You can shift the infield for a bunt or a throw to the plate. The 
outfield depth is also under your control. The first or third 
basemen can charge the plate. There are yet other options 
you can choose to become a master defense strategist. 
Offensively, you can steal, put on a hit & run, call a squeeze 
play or take a strike. If you're befuddled in a particular 
offensive or defensive situatfon. ask Earl to give you his 
steriing advice. Remember, the better you are with your 
strategy, the greater are your chances for success. 



There are other little tidbits I found rather tantalizing. You can 
clock a pitch with the radar gun (effective for checking a tiring 
pitcher's arm in the late innings). If you have a power hitting 
team, you should check the wind conditions. If you have to go 
to the water cooler, call a time out (pauses the game so you 
can leave the monitor — though you probably won't want to). 
When runners reach base, the hurler will pitch from the 
stretch. Some left-handers have such a sneaky pick-off, they 
may get nabbed for a balk. The feel of a real game is 
definitely here. I can just imagine hearing the concessions 
hawk their wares, "Hey, get your hot dogs here!". 



The Box Score 

Eddie Dombrower put an extra effort into maintaining the 
realism of the big leagues. His efforts seem to have paid off 
with big dividends. He has found a way to recreate the flavor 
of our National Pastime. It also sounds like a true game. The 
bats crack with surprising reality, and the ball pops into the 
catcher's mitt after a good heater. The manager and umpire 
may get into a heated "discussion" that winds up with dirt 
kicking (an Earl Weaver specialty). If you think you got an 
unfair call from one of the umps, take a look at the instant 
replay, in slow motion or frame-by-frame if you're really picky. 
You can send your pitching coach out to the mound to check 
on your hurier. There's so much more that adds to the 
realism that a baseball junkie couldn't possibly survive without 
this game! 

I am really impressed with the Stats Compiler in Earl Weaver 
Baseball. I love to read the Sunday sports page and I've got 
to hand it to Dombrower and crew again. These stats are 
heaven. Everything is there and it's a joy to see the leaders 
from your own league displayed on the screen. But, unfortu- 
nately, they are not perfect. If you call up a listing of the ERA 
leaders in your custom league, you'll see an interesting 
oversight. The Earned Run Average for each pitcher (3.25 
would be a typical ERA) is listed in hundreds. If Nolan Ryan's 
league ERA is 2.75, the stat listing would read 275. Also, the 
lower an ERA is, the better the pitcher. The listing puts 
pitchers with the highest ERA'S at the top of the list, and 
pitchers with no ERA (0.00 as if he'd never given up any runs) 
are not even listed among the leaders. I decided to call 
Electronic Arts about my discovery to see if they knew. Well, 
it turns out they did know, and are supposedly planning an 
updated version of Earl Weaver Baseball to be released In the 
future. I am thrilled to know that EA is keeping a pulse on this 
game, because it merits the high standards they bestow on it. 
But for now, I can live with this small bug knowing that 
something is being done about it, and since it is tremendously 
outweighed by the good points and features of the game. 

Eari Weaver Baseball is the first baseball simulation that does 
not rely on flashy graphics (though they are fantastic) to hook 
Its users. This game, intentionally and intelligently done, is an 
excellent simulation of REAL baseball. Eari Weaver Baseball 
should become the addicter of Amiga games and I'm sure 
you'll keep coming back for a iix". This is what computer 
games are all about. So, if you're a baseball junkie, like me, 
you should throw out the first pitch and sign up Earl Weaver 
Baseball to captain your team. 

>AC' 
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INTERNAL MEMORY 

EXPANSION 

Plus 

TIME/CAI.ENDAR 



Plug-In Upgrade 

from 
1.0 to 2.0 MB Tbtol 







Expand the right way. . .simple, internal 
plug-in mounting leaves your side expansion port 
free to add other peripherals. Also, the internal 
Time/Calendar does not use a joystick port. 

Memory Expansion Features: 

* Zero Walt-State 

* No Cuts or Soldering Required 

* Full Auto-Configuration 

* Lithium Battery Back-Up for Time/Calendar 

ORDERING information: 

DRAM Memory with Time/Calendar: 
#ST-05 0.5 MB $349.50 List 

#ST-10 1 .0 MB $499.50 List 

#ST-15 1.5 MB $599.50 List 

* Memory expansion from 1.0 to 2.0 MB includes 

AMIGA 1000 512K RAM. 

AMIGA is a trademark of Commodore-Amiga, Inc. 



Time/Calendar ^^i^^P?^^?^.,.^^^.. . 
#ST-TC Tlfrte/iaEhiliW 

Battery Back-Up $59.50 List 



ASK ABOUT increased speed 
with ttie new 68010 Processor 



VISA and Mastercard Welcome 
CALL TOLL FREE: 1.800-433-7572 

Factory direct: 1-801-485-4233 
DEALER INQUIRIES INVITED 




TECHNOLOGY 



220 West 2950 South ■ Salt Lake City,' Utah S4116- 




Special 

Introductry Price 

Complete 

ComiTiunications 

Package 



300/1200 1 Year warranty 

300/1200 Fully Hayes 

compatable 
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"Welcome to the world's greatest over-21 playground! The screen 
swells with glitter and glitz that can only mean Vegas. " 



by Michael T. Cabral 

How*d you like to roll into Vegas with a thousand bucks in 
your pocket? Sure, it's risky, but this is your chance to 
wrestle with the one-armed bandit. It's your chance to ice the 
coolest blackjack dealer. It's your chance to whip those nasty 
odds responsible for so many lost shirts. 

If a thousand bucks is a little too steep for your budget, then 
this is REALLY your big chance. Baudvilie's Video Vegas lets 
you experience the chills and thrills of Vegas. . . without the 
risk. You've got your thousand bucks and four games of 
chance to choose from. In this Vegas, you really don't have 
anything to lose! 

A Kickstart backed by the Video Vegas disk sends you 
directly to the Las Vegas "strip." Welcome to the world's 
greatest over-21 playground! The screen swells with glitter 
and glitz that can only mean Vegas. Eye-teasing marquees 
tempt you and your itchy dollars to step inside the casino! 



THE ONE-ARMED BANDIT 

If you're a rookie In the world of fast-action casino gambling, 

your best bet may be the slots ^they're fun, easy to play 

and comparatively painless on the pocketbook. Just pump In 
the coins, watch the flashy fruits and gadgets fly by and wait 
for the right combination. Beating the one-armed bandit 
requires nothing more than a little money to burn and a barrel 
full of good luck. 

Lucky 7, Video Vegas' slot machine entry, closely resembles 
its Las Vegas counterpart with the standard three reels of 

spinning fruits, bells, bars and the biggee Lucky 7's. All 

these goodies have the same sharp, eye-catching colors that 
keep so many eyes glued in Vegas. The images are crystal 
clear, partially a credit to the soft green background. Cher- 
ries, oranges and plums jump out at you as they pop into 
place. 

You can risk up to three one dollar coins on each whirl of the 
Lucky 7. A bet of three dollars generally means 3-5 times the 
profit of a one dollar bet. You'll hear your coins clink into the 



belly of the machine. The metallic clink sounds so realistic 
you'll get the feeling your tossing real coins into a real bandit. 
After a few spins, you'll probably be glad the coins only 
SOUND reall 

Once you've yanked the bandit's "arm," the sight and sound 
are as realistic as you'll find outside the Vegas city limits. 
You'll hear the reels whirr by and snap into place. If Lady 
Luck is in your corner, you'll see and hear your fortune 
climbing as dollar-sign marked coins pour out at you. If you 
get to wondering which combinations are fortune-builders, the 
ODDS option brings up a nice visual display of winning spins 
and payoffs. 

In Vegas, the danger of the slot machine is addiction in 

Video Vegas, the danger is monotony. Sure, Lucky 7 is fun 
and a lot like the real thing, but the urge to go beyond pure 
luck soon creeps up. Games requiring a little skill give us 
personal satisfaction and make us think we've got a better 
chance of winning. For these reasons, the colors and 
graphics may not be enough to keep you from becoming 
bored with Lucky 7. 

DRAW POKER 

If you're looking for a more skilled game, then you've come to 
the right place. Video Vegas version of 5-card draw demands 
all the shrewdness and card-playing skill you can muster. It 
works just like the electronic video poker machines in Vegas. 

Your only opponents are the cards themselves no dealer, 

no other players. Your hand is the only one dealt, so you 
can't bluff or hope the dealer has a bad hand. The fate of 
your bankroll rests totally on your poker playing skills. 

After waiting "half a moment" for the dealer to open a new 
deck, you're ready to put your poker saavy to work. Betting is 
your first order of business. If you have confidence in your 
skills, you can throw up to five bucks Into the pot. As always, 
the more you bet, the bigger the payoff. 



continued.. 
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Five blue-backed cards sit in front of you. If you were 
wowwed by Lucky 7's graphics, Draw Poker continues the 
tradition. The cards look just like the real thing (even the face 
cards) and you'll have no trouble seeing them against that 
same eye-pleasing background. 

Enough sightseeing, It's time for you to go to work. You can 
almost see the hazy cloud of smoke and smell the lazy linger 
of beer. You'll face the same decisions that come up around 
any card table. Should you stand pat with a pair of Jacks. . . 
or take a stab at the inside straight? 

The game is basic five-card draw, so if you have good poker 
sense, your chances are pretty good. Just watch your 
bankroll and play the percentages. Be willing to take the sure 
ten dollar hit, rather than swearing (as you reach into your 
dwindling bankroll for more cash) that NEXT time you'll pass 
up the outside chance at an inside straight. Poker is a game 
of skill and patience which is translated nicely in Video Vegas, 

Video Vegas' Draw Poker is a true representation of a video 
poker machine. . . but why a machine? Why not real poker 
with a real dealer and real excitement? There's nothing like 
winning a big pot on a bluff or a lowly pair of deuces. 1 realize 
the developers at Baudville were trying to be true to Vegas, 
but nothing beats the rough combination of luck and skill that 
makes up the heart, soul and personality of REAL poker. 

BLACKJACK 

Blackjack is Vegas' middle name. Big bucks fly across these 
felt-tppped tables and things often get serious. As Vegas' 
most skill-oriented game. Blackjack attracts the card counters 
and professionals who gamble for a living. Have you got what 
it takes to pull off that magic 21 ? 

You're probably familiar with standard Blackjack. Get as 
close to 21 as possible, without going over, and you're still in 
the ballgame. If your hand beats the dealer's effort, you win. 
Simple enough. 

Las Vegas Blackjack adds quite a few twists and turns to 
standard 21 . You can double your bet during a hand if you 
like the looks of things. If your first two cards are the same, 
you can split them and play two separate hands, doubling 
your bet and risk. You can take 'insurance' against dealer 
blackjack if he has an Ace showing. All dealer moves are pre- 
set. He must hit on any deal under 17, regardless of the other 
cards on the table. Video Vegas' Blackjack brings this 
souped up version of 21 into your living room! 

After choosing how many decks (1-4) will be shuffled, place 
your bet. You can go as high as a hundred bucks (The 
manual sets the max at twenty, but I was able to go to $1 00) 
and with all the doubling that goes on, you can get into some 
serious cash. Convenient mouse-controlled arrows make 
betting easy. . . maybe too easy. 

The dealer slips you two cards (From the same deck that 
made Draw Poker so visually impressive). A Queen and a 
Six. The dealer's got a Ten up and a mystery card in the 



hole. Hmmm. A hit is chancy, but so is standing pat on such 
a low count. Blackjack can be nerve wracking, especially 
with a cool hundred on the line. 

The game manual provides an informative strategy section 
which may make your impossible decisions a whole lot 
simpler. Two pages chock full of general tips and card 
counting secrets point the way to a bulging bankroll. For 
newcomers, concise, to-the-point explanations outline the ins 
and outs of basic Blackjack. 

No complaints about this one. Video Vegas Blackjack runs 
true to Vegas all the way. It's challenging, skillful and 
superbly documented. If you plan to hit the tables in real-life 
Vegas, here's your perfect practice tool. 



KENO 

If you haunt the local bingo halls, this is the game for you. 
Keno provides that same lottery type excitement that keeps 

Bingo players coming back for more ^the thrill of having 

YOUR favorite number come up with a big pot on the line. 

The fact that you control a good part of your own destiny 
separates Keno from Bingo. Keno lets you choose your own 
numbers and how much you want to bet. The only thing left 
up to Lady Luck is matching the numbers. . . unfortunately, 
that's the only thing that really counts! 

The Keno board, numbered one through eighty, looks like a 
giant Bingo card. The black and gold colors give the board 
sharpness and a touch of Vegas class. Test your rabbit's foot 
on as many as fifteen of your very luckiest digits. Yqu can bet 
up to five dollars, but watch it — -Keno is one of Vegas' 
chanciest games of chance. 

Chancy isn't even the word. Making money at Keno is very 
difficult. Twenty of the eighty numbers are electronically 
plucked by Lady Luck and the more numbers you've chosen, 
the more must come up for you to collect. Your best bet. 
according to the manual and my own stripped bankroll, is to 
bet only a few numbers and a few dollars. . . but all those 
flashy numbers are oh so tempting! 

The graphics here are sharp, but not stunning. Aside from the 
numbers clicking into place, sound is virtually non-existent. In 
the game's defense, though, how much can realistically be 
done with a Keno board? Overall, Keno is entertaining, but 
not enduring. After a few hours of finding out just how 
unreliable luck really is, you'll feel the hunger for skill creeping 
up again. 

A FINAL LOOK 

Baudville's Video Vegas is the next best thing to being there. 
All four games nicely imitate their relatives In Vegas. The less 
skilled games can get a bit worn out, but only because there's 
no real cash on the line. After all, gambling games thrive on 
the thrill of risking your own money and that part obviously 
can't be translated. Video Vegas brings you all the fun Vegas 
can offer without breaking your piggybanki 
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A. Ad A. Z I M G REVIEWS 

P O R T A L 



A COMPUTER NOVEL 



by Gerald Masters 



When I first heard about Portal, I could hardly wait. I am a 
hardcore Science Fiction fan and have been ever since 
someone left a copy of Andre Norton's "The Last Planet" 
where I could find it some 30 years ago. (Proving the old 
cliche, "Spare the read and spoil the child.) 

I picked up the package at my local sofware shop, hurried 
home, ripped off the shrink wrap, powered up the machinery 
and began reading the instructions. Nothing really surprising, 
but the disks (three of them) are copy protected. The notice 
warns that copying them MAY ? ? damage them. As a firm 
believer in always having a backup, I felt a little annoyed, but 
cannot blame the manufacturer for the problems caused by 
rampant piracy. 

The instructions consist of: a map of the World Administrative 
Regions; a Prolog which acquaints you with the character 
from whose viewpoint you will experience portal; and the 
Worldnet Emergency Operating Instructions, which explain 
Worldnet, the database you will find yourself exploring. These 
instructions are full of nice little tidbits (italics mine) such as: 
"Worldnet assumes you have access to an active terminal, 
are in sentient physical condition, and are familiar with 
Worldnet coding procedures." and "Please exercise patience 
with this archaic form of computer interface." But they do 
explain the Worldnet database. 

The Prolog is the diary of an explorer astronaut who has 
returned from a long voyage to find the Earth totally changed. 
The cities are gone, replaced by forests and parkland and all 
human life seems to have vanished from the solar system. 
This, naturally, bothers our explorer who sets out to visit the 
few remaining evidences of humanity in an effort to discover 
some clue to what has happened. In a dome whteh covers 
what was once the Chteago Loop, he discovers the Worldnet 
Emergency Operating Instructions and an "^emergency access 
terminal" (your computer). So he (you) reads the instructions 
and logs on to Worldnet. Following his example, so do I. 

Music I A requester box asking me for my DNA codel Not 
remembering my exact DNA sequence and not really wishing 
to spend the next two days typing anyway, I decide to see if it 
will settle for my name. Success I It likes me I More Music, 
Graphics, a screen full of requestor boxes waiting to see 
where I would like to start. 

There are 12 selections on the screen: MEDIO, PSILINK, 



SCITECH, HISTORY, MILITARY, LIFE SUPPORT, GEOG- 
RAPHY. WASATCH, PSYCHOLOGY, CENTRAL P, EDMOD 
and HOMER. Life Support, Wasatch, Psychology and Edmod 
are graphic displays of such information as Psycological 
profile^, intelligence profiles, educational and emotional 
maturity, metabolic profiles and family trees of the characters. 
The graphs for each character appear in the directory when 
he er^ters the story. Note: The program never requires you to 
access these graphic databases. They don't contain any 
"Must.l^lead" information. The remaining selections are the 
meat of the program. 

Homer, an Artificial Intelligence designed as a storyteller, 
recounts the events which led to the world becoming empty. 
In History you learh about the larger "newsmaking' events. 
Central Processing is the "operatinjg system" of the Worldnet. 
Medmod is a database of medical information. Geography, 
information about locations mentioned in the story. And the 
two "proscribed" databases. Psilink holds information about 
psychic events and research which has been declared 
dangerous; Military, information about several of the battles 
which are mentioned. When you select one of these, a box 
appears asking you to enter your access code. These 
"proscribed" databases turn out to be accessible by clicking in 
the box. The program 'Ihinks" it is talking to Homer who has 
access priority. In other words, just another layer of requestor 
box. 

I select Homer. Homer tells me the story of Peter Devbre, 
who is accidently given access to Psylink one afternoon and 
learns a set of equations which explain the workings of the 
psychic abilities. He becomes interested in these equattons 
and begins to study them. When this comes to the attention 
of the Intercorporate Council (which has taken over the 
functions of government worldwide), he comes under the 
scrutiny of a team led by Regent Sable. This team's purpose 
is to discourage psychic research. Such knowlege is 
reguarded as dangerous to world stability and those who 
persist in such research are killed. 

So it is Peter against "Big Brother" in search of freedom. We 
are introduced to the "Ants", residents of Antarctica, the only 
area free from the domination of Intercorp. The Ants are 
freedom oriented and seem to be pursuing similar research. 
Somehow they learn about Peter and send a rescue team to 

continued... 
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bring him and a group of friends to Antarctica. After a bit of a 
chase they arrive in Antarctica and are welcomed in the Ant 
research facility. 

Later there is a small war when Intercorp invades the re- 
search facility in an attempt to recapture Peter and halt his 
research. Peter and most of his companions escape during 
the attack, which is a failure, and Peter continues his work in 
a new location, finally discovering the PORTAL of the title. 
Through which all Humanity eventually passes. Except our 
unhappy astronaut who returns to find himself alone. To- 
gether he and Homer must find out where they went and if 
they plan to return. (Homer is lonely, the astronaut even more 
so.) And now, my thoughts on this product. 

The artwork is impressive. The music, a little less so. The 
same sequence of notes sounds every time a selection is 
made from the main panel and every time you return to it. 
This was only a minor annoyance, I did not expect to hear the 
theme from Star Wars. I just switched the stereo to a good 
music station. Of more importance is the presentation of the 
story. This is where I found myself disappointed. 

At first the 'Ireasure hunt" aspect of the process was fun. You 
are presented with information in small doses in each file you 
access. There Is a prescribed sequence for reading the files 
which you must follow. The program will not admit there are 
any more files in a directory until you locate and read the pre- 
requisite files in some other directory. You are given hints as 
to where to look next and sometimes Homer will flash and 
insist you read his file next. Much of the time though, you just 
keep looking until you find a new file in one of the databases. 
This grows old in a hurry (the music mentioned earlier, the 
same old requestor screen etc.) 

Good as the artwork is, 1 was here to read the story. This is 
where the program suffers. Too much of the story seems to 
be either padding or ideas which were never developed 
properly. 

A few examples: We are told several times that Regent Sable 
is also Peter's father. This seems to be an attempt to 
introduce extra tension into the story. It fails because, 
although the fact of fatherhood is mentioned, it never seems 
to matter to any of the characters. In fact, I can recall no 
mention of how or when he met Peter's mother, what sort of 
relationship they had, when and why they seperated, or any 
evidence that he and Peter have ever met. 

As proof that Peter is Psychic, in the early and middle parts of 
the story, we are given glimpses of Peter's telepathic-dream 
relationship with Wanda Cisleuf. Wanda is a passenger in 
cryo-f reeze on a voyage to another star. They are in love, 
which of course presents them with a problem. I kept waiting 
for them to discover a solution as the end of the novel 
approached. But the authors seem to have forgotten about 
her by then. 

Wanda is on her voyage (a colony project) because she has 
a genetic disorder which has a small chance of being cured 



by the long period in freeze. What logic could justify sending 
a seriously ill person to a colony where there will be no 
facilities to care for her if the voyage does not cure her. The 
most pressing need of any colony would be pioneer-farmer- 
builder types. If the freeze is the cure, she can be frozen 
without going anywhere. If the voyage itself is the cure, a 
hospital ship would be a better solution. (Wanda is only one 
of many people who share the disease.) 

The presentation is another problem. The use of multiple 
databases to contain different types of information makes the 
story very episodic. Too much so! You are presented with an 
incident in which a new piece of technology is mentioned and 
must then go to the SCITECH database to read a paragraph 
about it before you can proceed. Or HOMER presents you 
with a single incident spread out over several files. Some of 
these files have as little as one sentence in them. Hey, guys, 
you promised us a novel! Do you really believe that those of 
us purchasing this product have such short attention spans 
that we can't follow the story if it comes in larger chunks? 

I started this story and made it thru the first disk in one 
evening. When I resumed the following evening, I fell asleep 
about half way thru the second disk. It took several more 
evenings to finally finish. The slow pace enforced by con- 
stantly returning to the main panel to search for the next 
database and waiting for the disk accesses involved became 
boring in short order. I read three or four books a week when 
I can find interesting ones (and the time, sometimes I neglect 
to mow the lawn.) PORTAL put me about a week behind. 

I discussed Portal with some friends at a meeting of our local 
science fiction club, and the concensus was: We buy a novel 
to read, not to spend our time clicking the mouse and waiting 
for the disk drive. 

My advice to the authors: This is a fair first effort, but to 
capture the hardcore reader you will need to unlearn Some of 
the things learned from "interactive" computer text games. 
Present the story first, anything which does not advance the 
action or provide us with insight into the characters must go. 
The story has a number of interesting concepts introduced, 
but too many of them are never developed. Use it or get rid of 
it. Use sound and music to advance the action, otherwise let 
silence prevail. 

The same applies to artwork. If a character is extra smart or 
has musical talent, make it obvious in the action. A graph 
showing a high musical aptitude is just so much "GEE WHIZ" 
which will be ignored if it is not important. A better use of 
artwork would be pictures of the characters or illustrations of 
events. 

My advice to purchasers: PORTAL will be better enjoyed in 
relatively short sessions. Make use of the save option 
occasionally and do something else for a while to avoid 
becoming bored. If nothing else, PORTAL will probably 
become a collectors item when more and better novels begin 
to appear. 
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The Surgeon 



reviewed by 

Keith Conforti AC Art Director 

'Welcome to the Surgeon," 

A pair of bloodshot eyes stares out from behind a surgical 
mask, beckoning you to join in on a simulated operation. The 
worn, road-mapped eyes are a foreshadowing of what your 
own eyes will resemble after the intense surgery. The 
Surgeon is as nerve-wrenching and delicate as disarming a 
time bomb. It takes a nimble hand and a keen eye to become 
an accomplished surgeon. I should also mention here that 
The Surgeon is not a game for the squeamish, especially 
when it comes to bagging intestines. 

The Surgeon was created by Myo Thant, M.D. and was 
published by ISM, Inc. Requirements include a minimum 
51 2K and Kickstart 1 .2. No joysticks are needed and the 
keyboard is only used to enter your name and the password 
(provided from the manual). All interaction is mouse con- 
trolled. The graphics, done by Wincheli Chung, are adequate 
and realistic. The x-ray and the abdomen of the patient are 
both quite realistic. The ultrasonic scan is a bit difficult to 
make out, though. The sequence of screens throughout the 
operation are slightly sparse, but easily read and manage to 
get the point across just fine. 

In the Doctor's Office 

While examining your patient, a 65 year old man, you 
discover that he has a pulsating mass in his abdomen. 
Negative x-rays lead you to make your first decision. Do you 
pass off this mysterious bulge as a minor ailment and 
prescribe painkillers? Or, do you request an ultrasonic scan 
of the abdomen? The painkillers may cure him or kill him (if 
he's cured by the painkillers, you receive a Doctor of the Year 
award). If you choose the ultrasonic scan, you have to make 
your next life or death decision. Do you operate (hee-hee- 
hee) or do you observe? Let's operate I 

In the OR 

The layout of the operating room is impressive, but I feel a 
larger field where the actual slicing and dicing is done would 
be a great improvement. This expansion would allow for 
more detailed graphics. No need to be concerned, though, 
the existing screen is adequate. 

As the surgeon, you must operate on a potentially fatal aortic 
aneurysm. At your disposal is a pull down menu with all the 
tools, drugs and instruments you'll need to conduct major 
surgery. Also displayed is the patient's EKG, blood pressure, 
time elapsed, various descriptions of the instruments you are 
using and periodical notes of the patient's status. Each of 
these displays Is of utmost importance to your success. You 
must pay constant attention to any changes in these displays 
in order to prescribe the correct procedure. 



Procedures and Problems 

So, you don't know the correct procedures for a successful 
operation? Don't fret. The entire sequence is in the manual. 
You're supposed to operate without using the manual, but you 
better use it because there are nearly sixty steps in a com- 
plete and successful operation. No wonder it takes half a 
lifetime to complete medical school. Besides bungling the 
procedure, there are other complications you should beware. 

Infection is your primary adversary. Just when you thought it 
was safe to celebrate your success, the patient kicks the 
bucket — maybe you shouldn't have cut that colon. 

Don't go wild with your scalpel. A cut-happy surgeon usually 
has a lot of his patients bleeding to death. Make precise, but 
frugal incisions. If bleeding does occur, ligate the wounds as 
soon as possible to avoid a fatal dip in blood pressure. 

Time is also a factor in your surgery. Don't dilly-dally. If you 
waste time there is a good chance you will encounter serious 
complications (Hint: Avoid Ventricular Fibrillation at any cost 
since it is irreversible and a summoning for the Grim Reaper.) 

Post-Op Checkup 

The Surgeon is definitely an educational tool. The manual is 
filled with terms only Marcus Welby could understand, but 
after playing a few times you could drop some of this jargon in 
any conversation and feel like a genius. The manual is 
crammed full of enlightening definitions and graphs which 
would seem boring in a textbook, but are rather interesting 
when presented in this format. 

The major problem that I have with the simulation is the fact 
that there is only one form of surgery. After my palette 
aquired the necessary tastes, I was longing to try my skills on 
another part of the body. I felt limited by being restricted to 
aortic aneurysms. My scalpel was itching to delve into the 
skull for some serious brain surgeryl Hopefully Doctor Thant 
will create future Surgeon programs with the capability to do 
multiple operations or perhaps a series of disks - the Neuro- 
surgeon or the Proctologist, etc. 

The Surgeon has to be commended, however, because it 

breaks ground in a new genre of games for the Amiga. 

Further accomplishments should be made in this direction 

because not only is this material stimulating, but it also 

provides education in a field many people are unaware of. 

As a game,The Surgeon has its flaws, but these are made up 

for by its daring originality and educational concept. So, if you 

are in search of a different kind of simulation for your Amiga, I 

would recommend The Surgeon. ^ ^ 

•AC* 
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LITTLE COMPUTER PEOPLE 



by Marlene Zenker 

Remember the old routine.. ."How the heck does that thing 
work? Easy, there's a little man inside."? Well hold onto your 
keyboards because Activision has discovered there really is a 
little guy inside of your computer running around transferring 
bits and bytes and all sorts of other things. Finally an answer 
to what a GURU MEDITATION error really is - it's our Little 
Computer Person taking a rest from the break neck pace of 
multi-tasking. Not only has Activision found they really exist, 
but they have created a house on a disk for your LCP (as they 
are so lovingly known) to move into and live happily ever 
after. "WHAT!" you say, "A Little Computer Person!" "Give me 
a break!". Well, I was skeptical too... 

The first time you load 'Little Computer People', you are 
asked to enter your name, the date and time. Following this a 
house appears on your screen. After a short while, a Little 
Computer Person will appear. He takes a tour of the house, 
'peeking' and 'poking' around. Just as you pick your jaw up 
off the floor and stop jumping up and down in ecstasy he 
abruptly leaves! As you are about to pop out the disk and 
write a nasty letter to Activision, voila, your LCP comes back. 
This time he won't be empty handed, he brings all of his 
earthly possessions including his dog - maybe it should be 
called an LCD (Little Computer Dog). It's now time to begin 
cultivating your relationship with your LCP by learning about 
the care and feeding of this friendly little creature. 

Let's begin with the house, it consists of two and a half stories 
and six rooms. On the ground floor is the kitchen with a 
stove, sink, cabinets, refridgerator, table and water cooler. 
Your LCP will enjoy many delicious meals, if you make sure 
he has a regular supply of food and water by typing Control-F 
for food, Control-W for water and Control-D for dog food. The 
food will be delivered to the house and your LCP will go 
outside via the front door and pick it up. The water cooler is 
refilled approximately one glass at a time. 

The Living Room is also located on the first floor. LCP's love 
being in this room where you can pet them. By typing 
Control-P a hand comes in through the window and lovingly 
pats them on the head. They also enjoy reading newspapers 
in their comfortable armchair. LCP's can receive phone calls 
from you, when you type Control-C. They enjoy this very 
much as long as you don't call them every two minutes. 
Additionaly, LCP's like to use the fireplace and they will go 
outside to get firewood and light a fire when they are in the 
mood. 

The second floor is your LCP's bedroom, bathroom and study. 
LCP's seem to like extra firm mattresses and Activision has 
provided them with only the best. There is an alarm clock, 
however it has been reported that not all LCP's are thrilled at 
being awakened! The bathroom contains the usual facilities 



and LCP's, being the clean, well groomed creatures they are, 
brush their teeth and shower regularly. This can be a very 
positive influence on children. LCP's like to sing in the 
shower and as a result may be in there for quite a long time. 
They don't seem to know any short songs. 

Next to the bathroom is the study. This a very productive 
room where your LCP does his paperwork. The study 
contains their desk, bookshelf, and Personal Computer. 
LCP's like to use their PC's - wonder if they contain VLCP's 
(VERY Little Computer People)? They also use their Study 
as a place to think - a great deal of research is going on to 
find out just what they think about. 

Your LCP has the most fun on the third floor in his very large 
recreation room. There is a TV, a stereo (you can have 
records delivered to your LCP by typing Control-R - this 
makes them very happy), a piano (they are very accom- 
plished pianists and play quite often), a desk with a typewritter 
and a closet. LCP's will dance and do aerobic exercises 
frequently. Do you think they've heard of Jane Fonda? They 
also enjoy typing letters to you and will address you by name. 
This is the way you discover your LCP's name (mine is called 
Peter). The closet is a place of great mystery as no one has 
been able to determine exactly what is in there, however, we 
do know this is the place where LCP's go to get games to play 
with you. 

Your Little Computer Person plays five different games: 
Anagrams, Card War, Five Card Draw Poker, Blackjack and 
Word Puzzles. In Anagrams LCP's Insist on being the one to 
think of the words. You must unscramble the word that 
appears at the top of your screen and he will let you know if 
you are right or wrong. If you need a hint, pressing F1 will 
place one letter in its' correct position in the word. 

Card War is the traditional card game 'War". Your LCP will 
deal both you and himself 26 cards and play begins. If you 
are not familiar with 'War', briefly you and your opponent each 
turn over a card. Whoever has the highest card, wins that 
round. If you both have the same card, you have a war. The 
LCP will then deal four cards face down and a fifth face up, 
whoever has the highest card wins that war. Play continues 
until one player has all 52 cards or until you quit. 

Five Card Draw Poker uses standard poker rules. Again your 
LCP is the dealer (sometimes they're very stubborn!). Both of 
you start with 400 chips. Betting and raising is limited to a 
maximum of twenty chips each. You ante up, bet, raise, draw 
cards, stand pat, etc.. The little guy will keep track of how 
many chips you both have. You have the option of quitting at 
the end of each hand. 



24 Volume 2, #8 



Blackjack is an LCP's favorite game. Again you both start out 
with 400 chips and can make a maximum bet of 20 chips. 
The rules are pretty standard Las Vegas Blackjack style. Of 
course as we already know 'Ihe 'house' (pun intended) almost 
always wins. No wonder this is their favorite! 

Word Puzzles is a good game for grade school children. 
LCP's seem to like helping children learn. In this game they 
will give you a sentence with some missing words. They 
provide the first letter of the words that are missing and you 
type in your guess followed by [RETURN] for each word. 
When you have completed the sentence, your LCP will put 
your words into the word puzzle and tell you if your answers 
are right or wrong. 

You can communicate anytime with a Little Computer Person 
by using your keyboard. You can ask him to play a game, or 
light a fire. They also can be moody, mostly depending on 
how well you are caring for them and how much attention they 
are receiving from you. However, they are quite capable of 
entertaining themselves. 

Generally they are either happy, content, sad or sick. When 
they are sad, it means that they need attention and you can 
make them happy again by either playing with them, calling 
them, petting them or delivering a record. If they are sick it 
probably means that you have neglected to provide them with 
enough food and water. As you can see LCP's are a big 
responsibility. By the way they will knock on the glass of your 
monitor screen to get your attention if they want you for 
something. 



Included with your house on a disk is a short 'Owners Guide' 
which describes your LCP's needs, moods, commands for 
communicating with him, and game rules. A magazine 
entitled "Modern Computer People" which tells how LCP's 
were discovered and other amazing facts. An 'Observations' 
form to be filled out and mailed to Activision's LCP Research 
Group along with your Deed of Ownership. This form includes 
questions asking you about your LCP's appearance, appetite, 
sleeping habits (they shouldn't sleep too much it's not good 
for themi), moods, hygiene, aptitude for playing games, letter- 
writing ability, unusual activities and more. 

"Little Computer People" is great fun and entertainment for 
everyone. My daughter Jody age 9 and her friends have spent 
hours playing with Peter and ask almost everyday if they can 
visit with him. In my opinion this is what educational, enter- 
taining, interesting software is all about. I hope that more 
companies will wake up to the Amiga's potential as an 
educational tool. I hear that a growing number of colleges 
and universities are getting Amigas. I would like to think that 
the same applies to Grade Schools and High Schools. I think 
that all of us who are interested in software for children should 
write to developers and tell them how we feel. 



LiWe Computer People Discovery Kit 

$49.95. 

Activision, Inc, 
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Announcing the 



Contest 




Lights, Camera, Amiga! 



Here's your chance to win big and show off 
your Amiga talents! Aegis Development is 
sponsoring a Desktop Video contest and you 
could win as much as $1000. Also, winners 
and honorable mentions will be featured at 
our Outr- Aegis '87 press event, and 
announced in major industry magazines. 

Any video of five minutes or less and 
produced on 1/2" (VHS or Beta) or 8mm tape 
using an Amiga and one or more Aegis 
products is eligible. Each submission will be 
judged on animation, special effects, 
computer and software use, artwork, 
creativity, editing, story line, sound, and 
directing. 



To enter, just stop by your local dealer and 
ask for an entry form. Each submission (you 
can enter more than one) must be 
accompanied by a separate, signed entry 
form, and received no later than October 
15th, 1987. Employees and family members 
of Aegis Development Inc., Commodore 
Computer Inc., Commodore International, 
and contest judges are ineligible. 



DEVELOPMENT 

2115 Pico Blvd. 

Santa Monica, CA 90405 
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Amiga is a trademark of Commodore Amiga, Inc. 



Amazing Computir)£f^ ©1987 25 



A. ]VL A. Z I M G REVIEWS 




reviewed by 
Keith Conforti AC Art Director 



Get your tickets. Grab an aisle seat and reiax..,don*t forget 
tiiepopcornl Tonigtit's feature presentation is "Sinbadand 
tf)e Tiirone of the Falcon!" Hope you're ready for a roller 
coaster ride of non-stop action, amazing special effects and 
heart-pounding excitementi 



"Sinbad and the Throne of the Falcon," by Master Designer 
Software, is one of the most intriguing games in the Cine- 
maware line of interactive movies. Created by Bill Williams, 
Sinbad has a complex plot, excellent graphics and an original 
music score that can easily become addictive, just as the 
game can. 

Sinbad is a two disk game, requiring a minimum 51 2K on your 
Amiga. A joystick is required, in addition to the mouse. Using 
both the mouse and the joystick may seem a burden, but 
actual gameplay is quite straightforward and easy to coordi- 
nate. The joystick is used only for swordf ighting, while the 
mouse is used for all other interaction. 

The introduction to the game (actually a moviel) is originally 
daring and entertaining. As the hero, you are assigned the 
monumental task of returning the Caliph (King) to human 
form. You must find a way to reverse an evil curse that has 
turned the Caliph into a falcon. Time is limited and there is so 
much to investigate, so many characters (both good and bad) 
to interrogate that you must move faster than lightning and 
pray that Allah is on your side. At your disposal is your trusty 
ship, the Sabaralus, and a loyal crew. You must scour every 
continent and unknown land in your frenzied quest. Princess 
Sylphani and Prince Harun, heir to the throne, accompany 
you for their own protection. The Black Prince will stop 
nothing short of killing Harun and Sylphani to lay claim to the 
soon-to-be vacant throne of the Caliph. 



The Characters 

Your goal cannot be accomplished unless you receive the 
help of a few individuals scattered around the globe. The 
most powerful is the legendary Shaman, a wise man living in 
the western jungles. He has vast knowledge and is willing to 



share it with you, if you perform a specific act of bravery and 

retrieve the jeweled eyes of the three sisters a trio of 

statues lost hundreds of years ago. 

The ever kind and elderly gypsy, who told the most magnifi- 
cent stories of faraway lands and fantastic creatures to 
Sinbad as a child, offers her charms and knowledge. Both 
are quite beneficial, if you seek the gypsy's help politely. 

You may be lucky enough to come across an old lamp 
harboring a benign genie. The genie offers three wishes 
which can be quite helpful if Sinbad gets in a jam. Be careful 
with the genie because his lamp can be stolen at any time 
during the journey. . . and you probably won't get him back. 

In Damaron (the seat of government) or in a neighboring 
town, Sinbad may meet a witch with exciting, dark powers and 
extremely seductive desires. Libitina can help or hurt Sinbad. 
While prying valuable information from her, you may find 
yourself falling under a feverish spell which can be when 
fighting the Black Prince. Don't anger her, however, or you 
may end up looking at the mighty sword of Jamoul, the 
Butcher. 

You can talk to all these characters, including Harun and 
Sylphani, by choosing from a list of questions and responses 
with the mouse. There are lots of phrases to choose from and 
an extensive conversation is possible, especially with Libitina. 
The characters respond through bubbles or clouds reminis- 
cent of comic books. 



Battling the Bad Guys 

As your quest goes on, you may come across many different 
and exotic beasts who endeavor to kill you. Your swordfight- 
ing technique is of immeasurable importance if you are to slay 
these wicked beasts. In some instances, you must use 
weapons other than your sword. When you run across a pter- 
anoxos- — a spy sent by the Black Prince a crossbow is 
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the only weapon capable of nailing the foul-smelling creature. 
If your crew is captured by a giant cyclops, you must sling 
stones to conquer the evil mutant. 

The search for an answer to the Caliph's curse isn't your only 
concern, by any measure. The Black Prince is continually 
assaulting your armies around Damaron, trying to overtake 
the throne by force. Strategy is your best weapon against the 
Black Prince. Keep your armies fresh by rejuvenating your 
dwindling troops at supply centers. Do everything you can to 
keep the Black Prince's armies out of these precious supply 
centers because if the enemy can rebuild, your armies stand 
no chance. 

There is one other adversary del you must consider 

Nature. At any time, your ship may encounter a storm which 
steals the lives of many crewmembers. You may also have to 
navigate your ship through potentially fatal rocks. On land, 
you may be swallowed by a ground-splitting earthquake. 

There are other problems to consider as you sail the world. If 
you dock your ship at any port for any length of time, it may 
be ambushed by pirates. Your crew is usually able to defend 



the vessel, but valuable lives are always lost. If the crew 
becomes too small, your ship may be stolen by scalawags. 
You can rejuvenate your crew at all ports by sending out 
recruiters. Sending these men is a gamble, though. Many 
men may be recruited, but too many casualties may leave no 
survivors to return to the ship. 



The Wrap-up to a Great Show 

Playing Sinbad and the Throne of the Falcon Is difficult and 
takes a long time (if you survive!), but is always enjoyable 
because of the incredible variety. It reminds me of a classic 
detective movie with Sinbad as a Middle Eastern gumshoe 
trying to solve another heinous crime. Spies are constantly 
tailing you and the Black Prince and his cohorts ruthlessly 
harass you, as if they were the Mob. There are plenty of 
arcade-style sequences to accompany the role playing plot. 
Swordfighting and other joystick maneuvered scenes never 
become stale, even if you master the technique. 

Sinbad and the Throne of the Falcon goes beyond Defender 
of the Crown (another Cinemaware production) in plot, 
variety, difficulty, originality, music score, interaction and most 
Important, EXCITEMENT. Sinbad kept me in front of the 
monitor for many fleeting hours as I became further entangled 
in the web of intrigue. If you enjoy the interactive movie 
format and were impressed by Defender of the Crown, you 
will be amazed by Sinbad and the Throne of the Falcon! 
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Aegfe VkfeoScape 3D- 



There is one kind of program we've never published. 
A useless one. Stubbornly, we stick to products we 
find exciting and productive. Like this new one for 
creating 3D animation. 

It lets you define solid objects and move them 
around in a 3-dimensional world. It takes care of 
all the perspective, hidden surface removal, and 
sliading from the light source. It tracks your 
camera's position and angle and movements. You 
can use IFF backgrounds and foregrounds and 
automatically morph one object into another. It 
works in all resolutions and supports overscan. 
And best of all, it's fast. 
We designed it to work with single 
frame video recorders but 
that's not a limitation. With 
a megabyte or more of 
memory you can create 
bursts of real time anima 
tion several seconds in length 



We've added an easy to use editor for building your 
objects, and utilities for making standard shapes 
like fractal mountains, boxes, cones and spheres. 
There's a data disk with plenty of ready made 
objects and IFF artwork from Allen Hastings, Jim 
Sachs, and Richard LoBorre. 

Altogether, it's a high performance machine wait- 
ing for on Amiga and you. Check it out. You'll 
see there's still one kind of program we haven't 
published. 
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"...a real time, three'dtmensional space battle." 



reviewed by Warren Block 

For some reason, few arcade-style games that are so 
common on computers like the Commodore 64 have made 
their way to the Amiga. A few of these games are beginning 
to surface now, with programs like Starglider leading the way. 
Imported straight from England, this game has some definitely 
"different" features that distinguish it from the others. 

Playing The Game 

Starglider is a real-time, three-dimensbnal space battle game, 
placing you in the pilot's seat of the AGAV (Airborne Ground 
Attack Vehicle). The view from the cockpit consists of wire- 
frame (as opposed to solid) objects and a perspective 
landscape. 

The craft can be controlled with the keyboard, mouse or 
joystick. All these controls work simultaheously, so you can 
use the combinations that suit you (my personal favorite was 
a combination of mouse and keyboard). The mouse operates 
much like a joystick. Pressing the left button fires the AGAV's 
lasers; holding down the right, while rolling the mouse fonvard 
or back, controls the throttle. 

You start the game equipped with two missiles, fully charged 
laser and shield supplies and a mostly-full energy pod that 
provides power to the AGAV's engines. After attacking the 
alien enemy for a while, you will probably need to locate and 
use a repair depot. Four of these depots are situated on the 
scene of the battle. By using these facilities, a damaged ship 
can be repaired, have its lasers recharged and pick up one 
(yes, only one) missile. 

Unfortunately, they can't recharge the AGAVs energy pod.- 
This is where Starglider departs from most ordinary arcade' 
games. The only way to recharge the pod is by flying along a 
low path between energy towers on the alien landscape. This 
maneuver requires some planning and strategy, both for 
locating the energy towers and keeping yourself alive while 
doing it. Enemy ships, missile launchers and tanks compli- 
cate things further. They see nothing morally wrong with firing 
hundreds of missiles point-blank at you, while you try to fly a 
straight and level course between the towers. 

Missiles are the most effective at destroying targets, but are 
also the hardest to use. Once launched, you must guide the 
missile until it hits a target or runs out of fuel. In the mean- 



time, the AGAV maintains its position. It woukJ be nice (al- 
though it might make thirds too easy) to have a "lock-on" 
mode like that in Arcticfox. 

To win the game, you must fire three missiles into a certain 
spot on the commanding Starglider's fuselage. To be truthful, 
1 haven't been able to do this— which brings me to... 

Problems 

My main problem with Starglider is that there are no se- 
lectable difficulty levels. If s not an easy game, and being 
able to practice with easier opponents would make it more 
fun. Some sort of alternate action would improve game play, 
too. As is, flying around and shooting things is about all there 
is to the game. 

The screen display is shifted to the left by about half an inch, 
apparently due to the difference in line current between the 
U.S. and England. This discrepancy can be fixed by adjusting 
the horizontal hold, although this can mess up your ordinary 
settings. A much easier solution is to simply ignore the 
probkem. 

High scores are saved to disk and the program refuses to run 
until a disk has been inserted in the drive. You can't use an 
AmigaDOS disk either, because the program saves those in 
its own format. It is possible to remove the disk after the 
program has loaded and is running, though. 

What They Did Right 

Music! SpeechI Sound Effects! This area is where the 
Amiga version of Starglider is clearly superior. All of the 
sound effects are digitized, including a rock song that plays 
during the title screen, a different song that plays between 
games, speech from both the flight computer and the repair 
depots and explosions and other sound effects used in the 
game. All the digitized voices have a distinct British accent, 
which somehow recreates the atmosphere of those cheap 
science-fiction TV serials that have made the long journey 
from England to PBS. 

Animation of all the objects on the screen (and there can be 
an awful lot of them) is smooth and very fast. This speed and 
efficiency can be attributed to the game's 68000 assembler 
origins and the graphics power of the Amiga's custom chips- 
it makes an impressive demo. 
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The AGAV's Instrument panel Is flashy, yet functional. 
Although the bar graphs are not labeled, it takes only a few 
flights to learn what they represent. The radar panel also 
works well. 

Included with the game disk is: a poster of the AGAV, a 
novella that tells the story on which Stargllder is based and an 
operation manual for the AGAV. The poster is no big deal, 
but the ndvella does an excellent job of setting the scene and 
explaining just what is going on. It doesn't give everything 
away either; some things are merely (frustratingly) hinted at. 

The disk is copy-protected with the password scheme, forcing 
you to enter words from arbitrary locations in the manual. 
Diskcopy works just fine, so the master disk is in no danger. 

But Should I Buy It? 

I have mixed feelings about this game. Like Mindscape's 
Defender of the Crown, the play is good, but lacking in variety 
and depth. If the arcade action isn't enough for you, you may 
find yourself looking for a new game soon. 

•AC- 



Stargllder $44.95 
Firebird Licertsee$ Inc. 
74 North Central Ave. 

Ramsey, NJ 0744$ 
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Bard's Tale 

"Its a graphic adventure game, it's a role-playing game...and it's beautifUV' 
Also - A Bard's Tale Character Generator in Amiga BASIC^ 



reviewed by 
Eddie Cliurchill & Ken Sliaeffer 




rom the mind of Chris Crawford (the man who 
' brought us Balance of Power) and Electronic Arts 
(those folks whoVe brought us all the good things 
your Amiga loves) comes The Bard's Tale. It's a 
^aphlc adventure game, it's a role-playing game. . . and it's 
beautiful. Bard's Tale's got an Amiga interface that makes 
good use of the operating system, a stereo sound track, 
character animation and a level of difficulty that will keep you 
com ing back for more. 

The Bard's Tale requires 51 2K, but is multitasking. Unfortu- 
nately, Its copy protection scheme (disk-based) makes it 
difficult to do anything else with your Amiga, even with that 
extra meg of memory. When you start playing, however, all 
thoughts of doing something else at the same time evaporate 
anyway. Things get pretty woolly awfully quick. 

Character generation is similar to Ultima III. In fact, Apple 
users got to import their old Ultima III or Wizardry characters. 
The Amiga version does not offer this feature, but do not 

despair ^we have a present for you later on in the article. 

More magic is available (although there is no "Cleric" class or 
any priestly powers ), but it will be a while before you can use 
most of these powers. You must progress quite a bit before 
your mages can use the big ticket spells. 

Never let it be said, however, that The Bard's Tale is "just 

another Ultima." No indeed. Bard's Tale offers seven races 

(human, elf, dwarf, hobbit, half-elf, half-ore and gnome) and 

eight character classes initially (more become available as 

certain classes advance). The classes are: 

Warrior 

Paladin 

Rogue (thief) 

Bard 

Monk (martial arts), 

Conjurer (a magic-user specializing in creation) 

Sorcerer (deals with illusions and heightened awareness) 

Unlike Ultima III, however, aside from name and character 
class, you have no control over the creation of your charac- 
ters in Bard's Tale. The program casts the dice for attribute 
scores and you either accept them or roll again. On the plus 
side, the disk comes with a pre-made party ready to go out 
and conquer the world. 



When the game begins, you find yourself in the Adventurer's 
Guild..One thing you've got to say for the Adventurers' 

Guild it's a party kind of place! With live music, great 

mead and good company, the guild is just the sort of place 
you want to come back to after a hard day of fighting evil in 
the dungeons. Believe me, you'll need a place to rest up and 
recoup. The dungeons are not impossible, just incredibly 
lethal. I mean REALLY lethal. They're not fun places for the 
young or the weak-hearted. 

In fact, if Bard's Tale has a serious flaw, it is the time required 
to build a party of characters who have a fighting chance at 
survival. Bard's Tale may be even deadlier than Ultima III. . 
and that's saying a lot. I can't offer any hard facts or figures, 
but I'm sure that there are lots of folks out there who haven't 
played Bard's Tale in a long time because of frustration. Let's 

be serious for a moment how long would you play a game 

in which at least one member of your party (usually the magic- 
user) dies during each play session. Probably not too long. 
You can play it safe and run back to the temple for healing 
after every second fight or so. 

Well, rejoice Bard's Tale hopefuls because we have ridden to 
your rescue. With that modest fanfare, we present the 
Amazing Bard's Tale Character Generator. Yes, you too can 
create your own demigods who are guaranteed to kick butt 
from one tower to the next. No more running back to the 
Priests with your tail tucked 'tween your legs. Now, when the 
going gets tough, the tough will start hacking, (see listing 
BARD.MSB) 

The purpose of all this hacking and slashing is to kill a certain 
evil Mage named Mangar. You must explore a sewer, 
catacombs, a dungeon and two towers. You must gather an 
assortment of items and kill a whole bunch of monsters. No 
problem, right? Rightl 

When you first see Bard's Tale on the Amiga, you are 
tempted to say, "Ah, at last, a game I can really sink my teeth 
into!" The graphics (sort of animated mug-shots), alternating 
with a series of nicely done street scenes with perspective, 
give the Impression that this is a "deep" game with a lot of 
detail. 
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Well, this is one of those times when looks can be deceiving. 
Although the graphics are artistically beautiful, the "mug- 
shots" smoothly animated and the 'lerrain" large, Bard's Tale 
is not the advancement in state of the art gaming it was 
expected to be. The user-interface is not significantly better 
than Ultima III and there are really only two kinds of places in 
this world: underground mazes and the streets. The insides 
of buildings, temples and bars (locations where you either 
fight or deal with a menu) are just pictures(locations.) The 
truly impressive aspects of this game are the graphics and 
animation. . . but these alone do not a classic make. 

Lets not get too negative here. Bard's Tale's graphics are 
delightful. The animated mug-shots are cleverly done. The 
first time you see a zombie, with the blood dripping off the 
bone he's gnawing on, you're really impressed. (I do wish that 
there wasn't so much sharing of images, though. I have 
trouble believing a Werewolf looks like a mad dog.) The 
pictures of the insides of buildings show off just how good 
DPaint II is. Unfortunately, that's all they are, paintings. 
Having alii these great rooms and not being able to anything 
in them makes Bard's Tale disappointing. A game this 
beautiful (and deadly) should be more innovative. 

Another weak aspect of The Bard's Tale is its save feature. 
It's poor. In fact, it's a big pain. In games of this kind, the 
ability to save the game before doing something dangerous is 
really vital. It's a real shame that Bard's Tale doesn't allow for 
such saving. You can only save when you are in the Adven- 



turers' Guild and no method is supplied for backing up or 
restoring a character. Your game is either saved (and used 
later) or you must go into the disk with AmigaDOS and copy 
files to another disk manually. (Special note: Be sure when 
restoring files back onto your game disk that you keep the 
case of the letters the same as the original. Bard's Tale is 
very sensitive about this.) 

The future does look bright, however, for adventure game 
fans. Bard's Tale II is out for the C-64 and Apple, so it 
shouldn't be too long before we see it for the Amiga. It 
promises bigger and better things. Perhaps with some 
expansion, and the experience gained from the first version. 
The Bard's Tale series can take its place among the classic 
adventure games available for the Amiga. As is. The Bard's 
Tale can be proud of the artistic clarity it has brought to the 
fantasy role-playing genre. 



Listing One 



Bard's Tale Character Generator 
in AmigaB ASIC™ 

REM Bard's Tale Editor vl.O 

REM ***** none of the rems need be typed in ***** 

REM The var names Lavah$, Chebel$, and Revach$ are spelled 

REM right and if you wish to know what they mean. Good luck 

REM looking them up. (?Hint? Try hebrew.) 

continued... 



From Beyond the Mists of Time 
Evil is Rediscovered and 
Quickened 
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* REALTIME CLOCK/ CALENDAR 

* AUTO CONFIG UNDER 1.2 

* FAST MEMORY 

* WORKS WITH SIDECAR 

* ONE YEAR WARRANTY 



THE INSIDER 

from Michigan Software 



The 'FIRST' plug in no 
solder, internal nemory 
expansion board for the 
Amiga. 

Adds one full meg of 
Memory to your Amiga 1000 
so if you have 512K now 
you get 1.5 meg total. 
Can also be used on a 
256K machine giving you 
1.1 meg. 

For those people who have 
external memory boards and 
need to go one meg further 
the INSIDER is the answer. 
Fully compatible with 
external boards. 

ONLY $ 349.95 
shipping 3.00 



DATA *'Thief Dagger",*' Soul Mace" , "Wither Staff" 
DATA **Sword of Pak" ,"Heal Harp" , "Gait's Flute 
DATA '^Dmnd Sword" ,"Dmnd Shield" ,"Dinnd Dagger" 
DATA "Golem Fgn", "Titan Fgn" , "Conjurstaff" , 



VHS / BETA DEMO TAPE AVAILABLE SHOWING INSTALLATION & "JO"J5"2S 
* $10.00 / RETURNED TAPE REFUNDABLE TOWARDS PURCHASE OF INSIDER 



ORDERS AND INFORMATION: 
PHONE ORDERS (313) 348-4477 
AMIGA BBS (313) 348-4479 

OR CALL FOR A DEALER NEAREST YOU 



MICHIGAN SOFTWARE DIST INC 
43345 GRAND RIVER AVE 
NOVI MICHIGAN 48050 

VISA / MC / AMBXP / C.O.D. 



REM Last minute note from program author: 

REM this program will create a file with the name 

REM of the character in the file name. Just drag (copy) 

REM the file icon onto your Bardstale character disk. 

REM For more information about the character disk refer 

REM to Bardstale' s documentation. 

REM If you wish not to type in the item DATA list. 
REM Just remove the entire 'Item Segment' section and 
REM change the line below from 'DIM SHARED Item$(127)' 
REM to 'DIM SHARED Item$(l)' 

DEFINT A-Z 

DIM SHARED Item$(127) 

REM Begining of Item Segment 
FOR Cnt=l TO 127 
READ Item$(Cnt) 
NEXT Cnt 



DATA 
DATA 
DATA' 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 



"Torch" ,"Lamp" , "Broadsword" , "Short Sword" , "Dagger" 
"War Axe" ,"Halbard" , "Mace" , "Staff" , "Buckler" 
Tower Shield", "Leather Armor", "Chain Mail", "Scale Armor" 
"Plate Armor", "Robes", *"Helm", "Leather Glvs. ", "Gauntlets" 
"Mandolin", "Harp", "Flute" ,"Mthr Sword" ,"Mthr Shield" 
"Mthr Chain" ,"Mthr Scale" , "Samurai Fgn" , "Bracers [6]" 
"Bardsword" , "Fire Horn" , "Lightwand" , "Mthr Dagger" 
"Mthr Helm" , "Mthr Gloves" , "Mthr Axe" , "Mthr Mace" 
"Mthr Plate" , "Ogre Fgn" , "Lak's Lyre" , "Shield Ring" 
"Dork Ring" , "Fin's Flute" , "Kael's Axe" , "Blood Axe" 
"Dayblade" , "Shield Staff" , "Elf Cloak" , "Hawkblade" 
"Admt Sword" ,"Admt Shield" ,"Admt Dagger" , "Admt Helm" 
"Admt Gloves", "Admt Mace", "Broom", "Pureblade","Exorwand" 
"All's Carpet" , "Magic Mouth" , "Luckshield" , "Giant Fgn" 
"Admt Chain" ,"Admt Scale" ,"Admt Plate" , "Bracers [4]" 
"Arcshield" , "Pure Shield" , "Mage Staff" , "War Staff" 



"Sorcerstaff" 
, "Frost Horn" 
, "Dmnd Helm" 
Arc's Hammer" 
Dragonshield" 
"Dragonwand" 
, "Truthdrum" 

" , "Deathring" 
, "Arc's Eye" 
"Mage Fgn" 

Crystal Sword" 
, "Mongo Fgn" 

Silver Square" 



DATA "Staff of Lor","Powerstaff","Mournblade", 
DATA "Dmnd Plate" , "War Gloves" , "Lorehelm" , 
DATA "Kiels Compass", "Speedboots" , "Flame Horn' 
DATA "Spiritdrum", "Pipes of Pan", "Ring of Power 
DATA "Ybarrashield" , "Spectre Mace" ,"Dag Stone 
DATA "Ogrewand" , "Spirithelm" , "Dragon Fgn" , 
DATA "Troll Ring" , "Troll Staff" ,"Onyx Key" ,' 
DATA "Stoneblade" , "Travelhelm" , "Death Dagger' 
DATA "Lich Fgn", "Eye", "Master Key","WizWand" , 
DATA "Silver Circle", "Silver Triangle", 
"Thor Fgn", "Old Man Fgn" 
DATA "Spectre Snare" 
REM End of Item segment 

REM Initializing DATA 

LET Item. f lag=UBOUND (Item$) 
DIM Item. slot (8) 



REM title screen 

PRINT "Welcome to the Amazing Bard's Tale Character Editor" 

PRINT 

PRINT "Just answer all the questions to create "; 

PRINT "your character." 

PRINT 

REM get a character's name 

PRINT "Your Character's Name"; 

INPUT Char.name$ 

LET Char.name$=MID$ (UCASE$ (Char.name$) ,1,11) 

REM get a race for your character 
PRINT 

PRINT "Your Character's Race Type" 
PRINT "<1> - Human" 
PRINT "<2> - Elf" 
PRINT "<3> - Dwarf" 
PRINT "<4> - Hobbit" 
PRINT "<5> - Half-Elf" 
PRINT "<6> - Half-Ore" 
PRINT "<7> - Gnome" 
PRINT "Enter the number of your choice"; 



LET Temp^O 








WHILE Temp<l 


OR Temp>7 






INPUT Temp 








WEND 










LET Char.race=Temp-l 






REM get 


your character's 


job 


in life 


PRINT 










PRINT 


"Your ( 


Character' s 


Classification' 


PRINT 


"<1> - 


Warrior" 






PRINT 


"<2> - 


Paladin" 






PRINT 


"<3> - 


Rogue" 






PRINT 


"<4> - 


Bard" 






PRINT 


"<5> - 


Hunter" 






PRINT 


"<6> - 


Monk" 






PRINT 


"<7> - 


Conjurer" 






PRINT 


"<8> - 


Magician" 






PRINT 


"<9> - 


Sorcerer" 






PRINT 


"<10>- 


Wizard" 






PRINT 


"Enter 


the number 


of 


your choice 



LET Temp=0 

WHILE Temp<l OR Temp>10 

INPUT Temp 

WEND 

LET Char.type=Temp-l 

» 

REM get the misc. information about your character 
CALL Request. info ("Strength", 1,255, Char. st) 
CALL Request. info ("Intelligence", 1,255, Char. iq) 
CALL Request . info ("Dexterity", 1,255, Char .dx) 
CALL Request. info ("Constitution", 1,2 5 5, Char. en) 
CALL Request . info ("Luck", 1, 255, Char. Ik) 
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CALL Request. info(*^Max Hit Points",!, 81 92, Max. hp) 
CALL Request, info (^'Present Hit Points",!, 8192, Prs.hp) 
CALL Request. info ("Max Spell Points", 1, 8 192, Max. sp) 
CALL Request. info ("Present Spell Points",!, 8192, Prs.sp) 

REM get item information, if any. 
IF Item.flag<>127 THEN 
FOR Cnt=l TO 8 

LET Item. slot (Cnt)=0 
NEXT Cnt 
ELSE 

FOR Cnt=l TO 8 

IF Go. next =0 THEN 

CALL Get.item (Value, Cnt) 
IF Value=0 THEN 
LET Go. next =1 
LET Item. slot (Cnt) =0 
ELSE 

LET Item. slot (Cnt) =Value 
END IF 
ELSE 

LET Item. slot (Cnt )=0 
END IF 
NEXT Cnt 
END IF 

CALL Request . info (*' Experience", 1, 32767, Expt ) 
CALL Request . info ("Gold", 1, 32767, Gold) 
CALL Request . info ("Level", 1, 255, Char. Iv) 
CALL Request. info ("Conjurer Level", 1,7, Con. ml) 
CALL Request. info ("Magician Level", 1,7, Mag. ml) 
CALL Request . info ( " Sorcerer Level ",1,7, Sor . ml ) 
CALL Request. info ("Wizard Level",!,7,Wiz.ml) 

REM now we have to pack the values into a string for the file 
REM left at zero 

CALL Make. Lavah (0,2,Lavah$) 

REM race and type of character 

CALL Make.Lavah(Char.race,2,Lavah$) 
CALL Make.Lavah(Char.type,2,Lavah$) 



AMIGA HARD DISK BACKUP HARDHAT 

Full/lncremental/Directory/Singie File backup to microdisks. 
Option list allows skipping of files by name with wildcards. 
Catalog file provides display of backed up files by name with 
size, location and datestamp. Double data compression re-* 
duced disk space. Printer interface. Uses CLI or Workbench. 
Multitasking provides background operation. — $69.95 

AMIGA DISK FILE ORGANIZER ADFO 

Having trouble finding that file somewhere in your stack of 
floppys? Can't find all the copies of a particular file? ADFO 
maintains a database of directories and filenames from your 
collection of disks. Fast response inquiries return location and 
last update information. Printer interface. Uses CLI or Work- 
bench. 512K ram and 2 drives recommended — $59.96. 

AMIGA SPELLING CHECKER SPEL-IT 

Uses 40,000 word primary dictionary and optional second dic- 
tionary. Add/Delete words to both dictionaries. Includes 
plurals. Text wordcount totals. Uses CLI or Workbench, Mouse 
or keyboard. — $49.95 

Include $3.50 S&H MastercardA/isa Accepted 
Calif. Residents Add 6V2% Sales Tax 

3386 Floyd 

Los Angeles, CA 90068 (213) 851-4868 

Order phone 1 800 621-0849 Ext. 494 



REM pack the character 
CALL Make. Layah (Char, 
CALL Make. Lavah (Char, 
CALL Make. Lavah (Char. 
CALL Make. Lavah (Char. 
CALL Make. Lavah (Char. 



attributes 

st,2,Lavah$) 

iq,2,Lavah$) 

dx,2,Lavah$) 

cn,2,Lavah$) 

lk,2,Lavah$) 



REM now we pack them again 

CALL Make.Lavah(Char.st,2,Lavah$) 
CALL Make. Lavah (Char. iq, 2, Lavah$) 
CALL Make. Lavah (Char. dx, 2, Lavah$) 
CALL Make. Lavah (Char. en, 2, Lavah$) 
CALL Make.Lavah(Char.lk,2,Lavah$) 

REM left at zero 

CALL Make.Lavah(0,2,Lavah$) 

REM hit and spell points 

CALL Make. Lavah (Max . hp, 2, Lavah$) 
CALL Make.Lavah (Prs.hp, 2, Lavah$) 
CALL Make. Lavah (Max. sp, 2, Lavah$) 
CALL Make.Lavah (Prs.sp, 2, Lavah$) 

REM item list 
FOR Cnt=l TO 8 

CALL Make. Lavah (It em. slot (Cnt), 2, Lavah$> 
NEXT Cnt 

REM experience and gold 

CALL Make. Lavah (Expt, 4, Lavah$) 
CALL Make. Lavah (Gold, 4, Lavah$) 

REM character level twice 

CALL Make.Lavah (Char.lv, 2, Lavah$) 
CALL Make.Lavah (Char.lv, 2, Iiavah$) 



REM magical powers levels 

CALL Make.Lavah(Con.ml,2,Lavah$) 
CALL Make.Lavah (Mag. ml, 2, Lavah$} 
CALL Make.Lavah (Sor .ml, 2, Lavah$) 
CALL Make.Lavah (Wiz.ml, 2, La vah$) 

REM buffer out the rest of the Lavah 
CALL Make.Lavah (0, 4, Lavah$) 
CALL Make.Lavah ( 0,4, La vah$) 
CALL Make.Lavah (0,4, La vah$) 
CALL Make.Lavah (0, 4, Lavah$) 
CALL Make.Lavah (0, 4, Lavah$) 
CALL Make.Lavah (0, 4, Lavah$> 

REM check the Lavah length 
IF LEN(Lavah$)<>96 THEN 

PRINT *M! Error!! Lavah$ is the wrong length. 
STOP 
END IF 



REM construct the file 
LET File.name$="TPW." 



+ Char.name$ + 



REM file output system 

OPEN File.name$ FOR OUTPUT AS #1 

PRINT #1, Iiavah$ 
CLOSE #1 

REM thats all folks 

PRINT "Character Finished" 
INPUT "Make Another (Y/N)";Ans$ 



LET Ans$=MID$ (UCASE$ (Ans$) 
IF Ans$="Y" THEN 

RUN 
ELSE 

PRINT "Bye Bye." 



,1,1) 



continued.. 
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LET Worlc.val=Work.val - INT (Work. val/2'^8)*2'^8 
LET Temp$=Temp$ + CHR$ (Work.val) 

ELSEIF Num.bytes=4 THEN 

LET Temp$=CHR$ (INT (Work.val/2'^24) ) 

LET Work.val=Work.val - INT (Work. val/2'^24) *2'^24 

LET Temp$=Temp$ + CHR$ (INT(Work.val/2'^16) ) 

LET Work.val=Work.val - INT(Work.val/2'^16) *2'^16 

LET Temp$=Temp$ + CHR$ (INT (Work. val/2'^8) ) 

LET Work.val "Work.val - INT(Work.val/2'^8)*2'^8 

LET Temp$=Temp$ + CHR$ (Work.val) 

ELSE 

PRINT *' Error in Lavah Packer." 
STOP 

END IF 

LET Lavah$=Lavah$ + Temp$ 
END SUB 

SUB Get.item (Value, slot) STATIC 

REM this routine will display the item list in four 
REM pages of 32 items each, while asking for a 
REM response. When a response is given it is 
REM returned as ^value' . 

LET Value=0 
LET Temp$="'' 

WHILE Value^O 
FOR Page=0 TO 3 

LET Page.break'=Page*32 

FOR Position=Page. break TO Page.break+31 STEP 2 



END IF 

END 

REM subroutines below 

SUB Request.info(What$, Low, High, Answer) STATIC 
REM this routine will take the What$, Low, and 
REM High then prompt the user for an answer 
REM that answer is then returned. 

LET Temp=Low - 1 

PRINT 

PRINT **Your Character's *\-What$ 

PRINT "a value from"; Low; "to"; High 

PRINT 'Mjtist <RETURN> for max)" 

WHILE Temp<Low OR Temp>High 

INPUT Temp 

IF Temp=0 THEN LET Temp=High 
WEND 
LET Answer=Temp 

END SUB 

SUB Make. Lavah (Value, Num.bytes,Lavah$) STATIC 

REM this routine will take the value and pack it in 
REM a certian number of bytes then tack it on to the 
REM end of Lavah$ 

LET Work.val=Value 
LET Temp$="" 

IF Num.bytes^l THEN 

LET Temp$=CHR$ (Work . va 1 ) 
ELSEIF Num.bytes=2 THEN 

LET Temp$=CHR$ (INT (Work.val/2'^8) ) 



IF Position«=0 THEN 

LET Chebel$=STR$ (Position) + 
ELSE 
LET Chebel$=STR$ (Position) + *'- 
END IF 

PRINT Chebel$; 

LET Length=LEN(Chebel$) 

LET Revach$=SPACE$ (40 - Length) 

PRINT Revach$; 



"- (EXIT)" 
+ It em$ (Position) 



LET Chebel$=STR$(Position+l) + 
PRINT Chebel$ 

NEXT Position 



PRINT 

PRINT **Item Slot #:";slot 

PRINT 'UEnter desired number) or "; 

PRINT "[<RETURN> for next page] or [0 

LINE INPUT Temp$ 

IF LEN(TQnp$)<>0 THEN 
LET Temp$="0" + Temp$ 
LET Value°VAL(Temp$) 
IF Value=0 THEN 

EXIT SUB 
ELSE 

IF Value>0 AND Value<128 THEN 

EXIT SUB 
END IF 
END IF 
END IF 

NEXT Page 
WEND 



+ Item$ (Posit ion+1) 



Exit]" 



END SUB 



•AC- 
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A AI A Z I hi G REVIEWS 

Exploring 
the King's Quest Adventure Series 

by Stephen R. Pietrowicz 




per the years, I've played many different types of 
adventure games. Most of those games were 
text adventures with no graphics involved. I 

typed commands to do things in the adventure, and the 

program interprets what I typed. 

For example, by typing "GO NORTH", the jjrogram would try 
to make the game character move north. If the character 
couldn't go in that direction, the program would print a 
message to the screen. I had to remember what the room my 
character was in looked like based on the description given by 
the game. 

Later, other adventure games included a screen image of the 
scene for every room that a character entered. This helped 
me to remember what the rooms boked like, but all of those 
scenes were static, and I couldn't interact with them. 

King's Quest adventures not only draw what the scene looks 
like, but they also let you control your character in the scene. 
You can move behind, walk in front, walk underneath objects, 
and watch your character interact with other characters on the 
screen! Truly a new way to adventure! 



King's Quest I 

In King's Quest I, your character is Sir Graham. He is the last 
hope of the kingdom of Deventry, a kingdom whose ruler is 
about to die. The king's last wish is to have Graham retrieve 
three magic relics: a mirror, a shield, and a chest. 

The rulers of Deventry used the relics to help them rule the 
kingdom. The mirror was used to divine the location of 
enemy troops or see into the future. When the magic shield 
was used in battle, Deventry would always be victorious. The 
chest held a never-ending supply of gold coins. 

These magic items were swindled from the king at moments 
in his life when he was in desperate situations, or when he 
least expected problems. Nevertheless, the items are gone 
now, and it is your mission to retrieve them. 

While I really liked the idea of being able to move the charac- 
ter within the scene, but there were several things about the 
program that I didn't like. The graphics scenes, objects, and 
characters are very blocky. The program uses graphics that 
were designed on other machines and ported to the Amiga. It 



would have added quite a bit to the program if they used 
better graphics to take advantage of the Amiga's capabilities, 
such as scrolling bitmaps. 

The colors used to make up Graham are not the best. If 
Graham walks in front of anything red, the middle of his body 
disappears since his shirt is red. Similarly, since his skin color 
is yellow, when he steps in front of anything yellow, his face 
disappears. (That problem is cleared up in King's Quest III). 

To move your character from screen to screen, you must 
move your character past the top, bottom, lefthand or 
righthand edge of the screen. The next scene is loaded from 
disk, and you can continue the game. You must be careful 
when walking near one of the edges of the screen, because 
you might acckJently step too far, and toad the next scene 
when you didn't want to load it. The keyboard characters that 
you typed arent flushed when a new screen is toaded, so if 
you accidently type a command to go left after you've walked 
off the screen to the right, you'll toggle between scenes. 
Scenes are baded from disk so this problem can get initating. 



King's Quest 11 

In King's Quest II, you play King Graham, the ruler of Deven- 
try. You don't have to win King's Quest I to play KQ II, but it's 
a good idea if you do at least play KQ I first. KQ I helps you 
learn how to manuever, and I found KQ I was a bit easier than 
KQ II. It might be worth it to novbe adventurers to try KQ I 
first, just to get used to this type of adventure game. 

In KQ II you must find three keys that unlock three doors, 
which in turn lead to a tower that holds your future bride. In 
order to find those keys, you have to solve a series of 
puzzles. Unlike KQ I, KQ II leads your character Into solving 
puzzles in a certain pattern. You can't solve the puzzles to 
get the second key before you have the first key, for example. 

Like KQ I, many of KQ ll's characters and situations are 
based on fairy tales. In KQ II you can meet Little Red RMing 
Hood, King Neptune, and other creatures from chikJren's 
stories. In some cases it helps to know something about 
those stories, although you can complete the games without 
knowing anything about fairy tales. 

King's Quest adventures aren't statb. Situations are always 
changing, depending on what time it is during the game. 



continued.. 
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There Is an antique store that is closed during part of the 
game, but it opens up later. It's a good rule of thumb in these 
games to go back to a puzzle after youVe left it. Sometimes, 
but not always, something happens during the time you're 
gone to help you. 

Completing an adventure in the King's Quest series does not 
mean you get all points possible in the game. It is possible to 
solve some of the puzzles in several different (and sometimes 
very tricKy) ways. Generally, it is better policy to figure out 
ways to get items away from monsters without killing them. 
You'll get more points that way. I think this is one of the 
strongest points of the games in this series. Once you've 
solved most adventure games, you'll never play them up 
again, because you've gotten all of the points possible in the 
game. In King's Quest adventures, you can go back to 
different situations and see if there's a better way to solve a 
puzzle. 



King's Quest III: To Heir is Human 

In the third adventure of the series, you are the slave of an 
evil magician named Manannan. This magician kidnaps 
young boys and forces them to work for him. When the boys 
become 18 years old, Manannan gets rid of them and finds 



another young boy. Unfortunately, in KQ III, you are 17 years 
old and your birthday is coming up very soon. You must find 
a way to escape from the magician and survive. 

In KQ III your character has added capabilities that weren't 
available to you in the other games. You can actually cast 
magic spells I You receive a list of spells in the instruction 
book that comes with the game. Each spell has a list of 
ingredients and directions. By following the instructions, you 
can create magic potions and charms to help you escape. 
There's only one slight problem with this: Manannan doesn't 
want you to escape! 

If Manannan catches you with anything that can be used as 
an ingredient for a spell, he'll zap you and turn you into dust. 
For less serious offenses, such as waking him up, he'll hang 
you upside down from a wire in the kitchen, or make you do 
aerobics! The only place that he won't check is your room 
under your bed, so it's a good idea to keep things under there. 

King's Quest III has a clock ticking off the seconds while 
you're playing. If you're smart, you'll keep track of the time. 
Some of Mannanan's actions are pretty predictable, so it's a 
good idea to keep notes about when he does certain things. 
For example, in the first five minutes of the game, he goes off 
on a short journey. Twenty five later, he'll check to see where 
you are. You better not have any ingredients with you, or 
ZAP! If you aren't in the house, he'll come looking for you, 
and he ALWAYS finds you. 

King's Quest III characters are much more animated than 
characters in the other two games. When you type SWEEP 
FLOOR while you are in the kitchen, for example, your 
character sweeps the fbor for a while. If you enter the local 
tavern, and just stand there, the other characters just go 
about their own business. 

Overview 

The parser is the part of the program that interprets what you 
typed. The parsers in these games are not the most sophisti- 
cated available in adventure games today, but it is normally 
possible to get your point across. 

I did note that King's Quest Ill's parser seemed more ad- 
vanced than the others. It certainly understands more words. 
In one particular frustrating moment, I typed a curse word and 
the program commented that my character must have been 
raised by a particularly naughty wizard I 

I have solved the first two adventures, and I'm still working on 
the third. I enjoy King's Quest III much more than the first two 
games, probably because I work against the clock and 
against a character in the game. While KQ I and KQ II are not 
very sophisticated and don't have very complex graphics, they 
will still offer enjoyment to novice adventurers. KQ III is more 
complex and much more satisfying. 

•AC- 
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^aery Halt !A.(ivtnt\ire 

"...the most innovative, unique and wonderjiil adventure game for the Amiga^" 




icrolllusion's Faery Tale Adventure is a 
ground-breaking game available only for the 
Amiga. It features an excellent user- 
interface, a proper story-line and graphic 
advancements that could only be done on 
our favorite graphics engine. Faery Tale requires 51 2K, but 
does not multitask. . . for what you're getting, it really doesn't 
seem like a toss at all. 



There is one word for Faery Tale Adventure: HUGE. I mean, 
it's really bigl Take big, multiply it by whopping and take that 
to the stupendous power, (you get my point by now, I'm 
sure.). And it is beautiful. 

So what's so special about the graphics in Faery Tale Adven- 
ture? Well, take smooth scrolling animatton, gorgeous 
rendering of such difficult things as snow-capped mountains 
and nightfalls and then accent these images with near perfect 
perspective. Add in the fact that there are no regions, no 
false areas that can be seen, but not entered. Top it all off 
with a soundtrack that is both nice to listen to and useful. 
What more could a gamer ask for? Very little. Faery Tale 
Adventure is, quite simply, the most innovative, unique and 
wonderful adventure game on the Amiga. 

Dont let the name fool you, though. There isn't anything 
childish about Faery Tale Adventure, although the soundtrack 
at times lends the game a whimsical atmosphere. The game 
is far too complex and BIG for a child. There are so many 
things to be done, I doubt that even the superb graphics could 
hold a child's attention long enough to accomplish everything. 

Unlike most other games where you take a whole party on the 
quest, you have only one character in Faery Tale Adventure. 
Y ou cannot choose your character and you have no control 
over the charsK^ter's initial "statistics". In fact, you have no 
choice about your character at all. This is not as detrimental 
as you may think, however. Your "stats" are not as important 
as they are in other games. You first play Julian, one of three 
brothers from the small village of Tambry. You do, however, 
have a number of lives, so if you die (which happens, believe 
me) you return to the last "safe" place you were. The number 
of lives you have left is equal to your luck score divided by 5. 



So, what happens when brave Julian's luck runs out? His 
lucky brother Phillip takes up the quest. If Phillip fails, then 
Kevin, youngest and gentlest of the three, attempts the feat. 
What feat, you ask? Well, things are not going so well in the 
world of Holm. The Mayor of Tambry thinks there may be a 
pressing need for the town's Talisman to protect the town 
from all the nastiness currently running rampant. Unfortu- 
nately, some tasteless individual swiped the Talisman 
recently. It's up to you to get it back. 

So, off you go to explore this incredibly huge and beautiful 
world. You can go absolutely everywhere (with the obvbus 
exceptions of impenetrable forests and unclimbable moun- 
tains) thanks to the amazing graphics. Even when you 
explore caves or tombs, the scale and perspective remain 
true. If it's small on the outside, it's small on the inside; You 
have to play it to believe iti 

There's lots to do on Holm also. There are the usual mon- 
sters to kill (lots of skeletons, millions of 'em I), people to talk 
to, a princess to rescue (The King would be SO grateful I And 
besides, something good might come of it.) and puzzles to 
figure out (Just what is the purpose of that Crypt in the 
cemetary, anyway?). 

There are plenty of interesting places to visit, too. Scary 
places like the Burning Waste, Grimwood and the Plain of 
Grief (don't those sound like fun places?). Mysterious places 
like Pixel Grove, the Lake of Dreams and the Isle of Sorcery. 
There are even curious places, like the Watchtower, Seahold 
and Swan Isle. Certainly, you'll never get bored because of a 
lack of places to go. If you've enjoyed earlier role-playing 
games, either on the Amiga or an older machine, you'll love 
Faery Tale Adventure. 

Comparisons are very tempting when reviewing a game. Sd, 
at the risk of stepping on a few toes (Falling opintons aheadi), 
here are our comparisons. First, it is clear that Faery Tale 
Adventure is the next generation of Ultima. Equally clear is 
the fact that Faery Tale Adventure owes a lot to 
Microlllusion's Discovery Series of Educational Software. 
(Those of you with children who haven't gotten the Trivia 
version don't know what you're missing!). The strongest 
comparison, the one that almost forces itself upon you when 

continued... 
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the problem... 

where the heck do you put the monitor on 
an Amiga 500? 

the solution... 

right where It belongs... 







on a PS500 Monitor Standi 
1 Suggested retail price ot $49.95 
Ask lor It at your AmlgcT™ Dealer 
Dealer Inquiries Invited or ask your Amlgcr^ Rep 
CompuServe: 75156, 1546 
PO BOK 4727 Overland Park. KS 66204-0727^ 
Phone: 913-649-3082 .^studio/ 




you play Faery Tale Adventure, is that THIS is the gaoie 
Defender of the Crown should have been, but wasn't. The 
graphics are that good. 

With those comparisons out of the way. lets look at the new 
angles Faery Tale Adventure adds to the Adventuring genre. 
Three aspects of the game's graphics advance the State of 
the Art in gaming: perspective, scale and scrolling. 

Those of you who have played with the new features of 
Deluxe Paint II know what I mean by perspective. Remember 
Zaxxon? That sort of angled 3-D perspective on reality, with 
shadows? That's what Faery Tale Adventure has got. You're 
not looking directly down, but rather down, fon^vard and 
slightly to the left. This turns a map into reality, as all the 
features suddenly take on depth. 

Shadowing Is done so nicely, too. It may seem like a small 
thing, but to those who have watched this industry grow from 
infancy, shadows are impressive. Bard's Tale has this same 
perspective, but the screens are just static images. In Faery 
Tale Adventure, you walk around with smooth-scrolling steps. 
This image is closer to King's Quest, except you never "jump" 
from one screen to another. It's just a constant stroll across a 
beautifully rendered countryside. 



Which brings us back to scale. By scale, I mean everything is 
the same size, inside and out. Remember how castles, 
towns, and dungeons were a single space in Ultima 111 and 
how you could walk across the entire continent in a matter of 
seconds? Well, forget that in Faery Tale Adventure. The task 
of walking from one side of the map to the other would literally 
take hours, even if there was a road that runs that way. All 
buildings are the same size inside and out. Towns are not 
just a pattem on the map to be entered, but actually real, 
walled cities to be walked around until an entrance is found. 
In comparison to Bard's Tale, where the insides of buildings 
are just single pictures without any REAL depth. 
Faery Tale Adventure is like the Grand Canyon. 

Finally to scrolling. What's so special about scrolling, you 
ask? Haven't lots of games scrolled the countryside? V^s. 
indeed, they have, but look carefully next time you play any 
other game and notice that the scrolling is in BLOCKS. You 
move by steps, some of which (depending on the game) can 
be as big as a statel What's between these giant steps? 
You'll never know, because you can't get there. (In fact, the 
programmers among you will, undoubtedly, know that those 
spaces don't really even exist, they just look like they do.). 
Not so in Faery Tale Adventure. With the exception of 
impenetrable forests and mountains, if you try hard enough 
and have the right stuff (no hints allowed), you can go any- 
wherel This feature alone is a feat the other game companies 
will be trying to match for years to come. 

Don't be mistaken by our tone of enthusiasm. We tove Faery 
Tale Adventure, but we don't think it's the ultimate Adventure 
game. There are a couple of minor problems. The perspec- 
tive lets the player see what Julian and his brothers can't. 
This unfair advantage subtracts slightly from the reality of the 
experience. Faery Tale is copy-protected, both disk-based 
<booo!> and the input-requestor type <fine by us>. Also, it 
seems funny that if Julian's father was the town's Master-At- 
Arms, why does Julian start the quest with only a dirk (a 
dagger for those of you not up on ancient weaponry). A hint— 
—get a sword as soon as possiblel Finally, the story line is 
not as refreshingly novel as the rest of the game (although 
there are some truly unique modes of transportation.) 

All these complaints are paled in the light of what a beautiful 
and fun game Faery Tale Adventure is. Just when you think 
you've seen everything, you discover a little tavern or tog 
cabin in some off-the-beaten-path type of place. The sound- 
track kept surprising us with new tunes. All this on just one 
disk (Its not even fullll)? And then there's the challenge of 
your final battle against the evil Necromancer in his Citadel of 
Doom. WhataclimaxI You certainly aren't expecting what 
you find therel 

Faery Tale Adventure is a game your whole family can enjoy. 
Adults will find it challenging, while young people will find it 
delightful. Everyone will find it funi It truly is a step ahead for 
the gaming industry. One can only hope for a Faery Tale 
Adventure II. . . and soon I 
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"One of the most popular computer-based adventure games of all time..." 

reviewed by Eddie Ctiurchill & Ken Shaefer 




rom the very first screen, you know that Ultima III 
isn't going to be a cal^ewalk. Even the demon- 
stration at the beginning gives you a hint that 

_ things are not going to go well at least if a 

dragon frying an entire party is any indication of what's ahead I 

One of the most popular computer-based adventure game of 
all time, Ultima III, is available for a wide variety of computers. 
The odds are good that you've played it on another machine. 
If so, you'll find the Amiga version very familiar. All improve- 
ments in porting to the Amiga were made in the interface 
between the game and the player. Bob Hardy (the Amiga 
versbn's author) has added a fourth voice to the soundtrack, 
increased the number of colors on the screen and added the 
mouse as an input device. 

Ultima III on the Amiga requires 51 2K and does not allow 
multitasking, thus taking full control of your machine. In return 
for this rather hogish behavior, you get a game with a very 

complete interface It's a good thing too, because Ultima III 

is a real-time game. If you stare blankly at the screen for 5 
seconds or so, time passes in the game. Such reality can 
have some pretty unnerving results, like monsters walking up 
to you and attacking. (Yes, without provocation. Pretty nasty 
bunch, these monsters.) There's no time to think about what 
key command to issue I 

You start the game by "designing" characters you will later 
join into a party. You build these brave souls by deciding 
what race, sex and class of character. You then divide 50 
"devetopment points" between four attributes: strength, 
dexterity, intelligence and wisdom. You have five races to 
choose from: human, elf, dwarf, bobbit (a quasi-hobbit) and 
fuzzy. Your characters can fit into any one of eleven classes: 



Ct0rh 

Thkf 

fiatadk plmaiighiBt) 

B^rbmfm {iigtmmhiof} 



lark (fighter/wizard) 
Ittushntst (cl^ricnhkt) 
Druid (fighter/wizard/derh) 
Alch0mt$t (wizard/thief) 
Ranger (fighterMzard/dBric/ttiief) 



Multiple-ability characters advance slower and have fewer 
capabilties than their single-ability cousins, but sometimes a 
little extra magic can be a big plus. 

A strong taste of mystery and adventure in Ultima III sets it 
apart for other games. In the beginning, you are not even 
sure what Exodus is! You certainly don't know what yoU need 
to defeat him/her/it. The world is partially obscured by 
obstacles and you must discover the location of the major 
cities just to buy the supplies you need to survive and 
continue your quest. All these unknowns add up to an 
atmosphere of discovery that makes the game very exciting! 
You never escape the feeling that something new lies just 
beyond the present screen. 

Tied in closely with this sense of the unknown is the fapt that 
to win Ultima III, many different things must be accomplished. 
There are cards to find, marks to win, experience to build up, 
dungeons to map, moon gates to chart and figure out and, of 
course, monsters to destroy. Earlier games were happy to 
supply one or two of the above list. Ultima III gives you all this 
and morel 

What more, you ask? The ability to choose the order of events 
adds a subtle element of reality to Ultima III. You feel thatyou 
are, indeed, the captain of your own destiny. There are 
games (newer games, we might add) where the order of 

events is pretty well set in stone • not so with Exodus! 

With the exception of the final move and the restraint of 
survivability, you have complete freedom to move about in 
Sosaria. This freedom of movement creates a feeling of 
"randomness," also adding to the realism of the game. 

Size adds to the challenge of Ultima III. Sure, there are 
bigger games out now, but when you first play Exodus, you 
are stunned by the size of the thing. Ten cities, seven 
dungeons (eight levels each), two castles plus the Forgotten 
Land of Ambrosia. So much to see! The larger, more 
detailed the world, the more realistic the game becomes. . . 
realism causes involvement in players, just as surely as 
freezing temperatures cause ice in puddles! 



continued.. 
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Variety of appearances is a second aspect that was a 
technical improvement when Uitima was first introduced. The 
insides of towns look different from the inside of towers and 
dungeons. "Variety is the very spice of life" a wise man once 
said, and Ultima III has lots of variety! Although later games 
have more variety, Ultima III was the first with so much and it 
should be remembered for this technical advancement. 

Technical advancements made Ultima III as popular as it was 
(and still is I), but they are not the whole story. There is still 
that undefinable quality of "atmosphere" that gives the game 
its holding power. Only with a strong holding power can even 
the best of games become classics, like Ultima III. 

There is a serious problem with Ultima III that you should be 

aware of copy protection. Ultima III is disk-based and 

VERY touchy. You must be extra careful to never, EVER pop 
the disk out while the red disk-access light is on. Never mind 
that the cursor is back, indicating that your Amiga is ready 
and rarin' to go. Wait for that light to go out! Otherwise you 
will find, as have many others, that you have trashed your 
disk. Worse yet, the copy protection will not even allow you to 
reboot and try to recover. Please be careful. 

Now for some good news! In a spirit of fellowship and all that 
good rot, we have another useful program for you to type in. 
This program prints the maps of the dungeons of Ultima III , 
with characters, traps, etc.located for you. No brave explorer 
of the nethenA^orlds should be without it(see listing 
DUNGEON.MSB)! 

You still want more? You're still not satisfied? Well, if you 
call before midnight tonight, we'll give you, absolutely free, a 
program to print the maps of the surface world of Sosaria as 
well. That's right, all the cities, including the elusive Dawn 
(Sorry, no Grey. It's a part of the program-proper, not a 
seperate file), both castles and even the Lost Continent of 
Ambrosia! Wow! What a deal(see listing MAP.MSB)! 

With these tools to help you and a little luck, you should now 
be able to challenge the world of Ultima III successfully! Don't 
be mistaken, it still won't be easy. There are lots of monsters 
out there and they don't call it Castle Death for nothing. But 
when the call to adventure beckons, just answer with your 
best! 

Fare thee welll 



Listing One 



Dungeon.MSB 



REM Ultima Dungeon Printer vl.O 

REM Remember you do not need to type in the Remarks 

REM initialize variables 

REM This Is the Ultima III disk 

REM / if you have a problem 

REM \/ check the name of disk. 

LET Dev$=''XEL0K-lV2-SIGl lUltmaps/" 
DIM Stuff$(128),Pic$(255) 
DIM file.txt$(7,2) 



REM initialize 


file names 


and dungeon titles 


FOR I 


=1 TO 1 






READ file. 


txt$(I,l) 




READ file. 


txt$(I,2) 




NEXT 


I 






DATA 


**mapm" 


, *'Doom" 




DATA 


"mapn" 


, *'Fires of 


Hell" 


DATA 


'"mapo" 


, "Time" 




DATA 


"mapp" 


, "Snake" 




DATA 


**mapq" 


, "Perinian 


Depths" 


DATA 


'*mapr" 


/ "Mines of Morina" 


DATA 


"maps" 


, "Dardin's 


Pit" 


REM initialize 


Map Symbol 




FOR I 


=0 TO 255 




READ 


Pic$(I) 




NEXT 


I 







DATA " " 
DATA "@e" 
DATA "UP" 
DATA "18" 
DATA "DN" 
DhXh "28" 
DATA "UD" 
DATA "38" 
DATA "$$" 
DATA "48" 
DATA "50" 
DATA "58" 
DATA "60" 
DATA "68" 
DATA "70" 
DATA "78" 
DATA "::" 
DATA "88" 
DATA "90" 
DATA "98" 
DATA "{}" 
DATA "A8" 
DATA "BO" 
DATA "B8" 
DATA "[]" 
DATA "C8" 
DATA "DO" 
DATA "D8" 
DATA "EO" 
DATA "E8" 
DATA "FO" 
DATA "F8" 



REM Map Symbol Key 

REM M } ' Secret Door 

REM 'UP' Up Stairs 
Writing 

REM Ml' Normal Door 
Winds (out go the lights) 

REM '$$' Chest (treasure, get it?) 

REM 'Gm' Gremlins 

REM '&&' Mark 
Down Stairs 

REM *TL' The Time Lord 

REM ' ' walkways 



REM Main program 

WHILE nothing=nothing 

CLS 

GOSUB File. list 



, "TL" 


, "/\" 


^ "^~« 


, "##" 


, "&&" 


r "Gm" , 


, "09" 


, "OA" 


, "OB" 


, "OC" 


, "OD" 


, "OE" , 


, "11" 


, "12" 


, "13" 


, "14" 


, "15" 


r "16" , 


, "19" 


, "lA" 


, "IB" 


, "IC" 


, "ID" 


r nE" , 


, "21" 


, "22" 


, "23" 


, "24" 


, "25" 


f "26" , 


, "29" 


, "2A" 


, "2B" 


, "2C" 


, "2D" 


. "2E" , 


, "31" 


, "32" 


, "33" 


, "34" 


, "35" 


r "36" , 


, "39" 


, "3A" 


r "3B" 


, "3C" 


, "3D" 


"3E" , 


, "41" 


, "42" 


, "43" 


, "44" 


"45" 


"46" , 


, "49" 


, "4A" 


, "4B" 


, "4C" 


"4D" 


"4E" , 


, "51" 


, "52" 


, "53" 


, "54" 


"55" 


"56" , 


, "59" 


"5A" 


"5B" 


"5C" 


"5D" 


"5E" , 


, "61" 


"62" 


"63" 


"64" 


"65" 


"66" , 


, "69" 


"6A" 


"6B" 


"6C" 


"6D" 


"6E" , 


, "71" 


"72" 


"73" 


"74" , 


"75" , 


"76" , 


, "79" 


"7A" 


"7B" 


"7C" , 


"7D" , 


"7E" , 


, "81" 


"82" 


"83" 


"84" , 


"85" , 


"86" , 


, "89" 


"8A" 


"8B" 


"8C" , 


"8D" , 


"8E" , 


, "91" 


"92" 


"93" , 


"94" , 


"95" , 


"96" , 


, "99" , 


"9A" , 


"9B" , 


"9C" , 


"9D" , 


"9E" , 


. -hi" , 


"A2" , 


"A3" , 


"A4" , 


"A5" , 


"A6" , 


, "A9" , 


"AA" , 


"AB" , 


"AC" . 


"AD" , 


"AE" , 


, ^^Bl" , 


"B2" , 


"B3" , 


"B4" . 


"B5" . 


"B6" , 


, "B9" , 


"BA" , 


"BB" , 


"BC" , 


"BD" . 


"BE" , 


, -Ql" , 


"C2" , 


"C3" , 


"C4" , 


"C5" , 


"C6" , 


, "C9" , 


"CA" , 


"CB" , 


"CC" , 


"CD" , 


"CE" , 


# "Dl" , 


"D2" 


"D3" 


"D4" , 


"D5" , 


"D6" , 


, "D9" 


"DA" 


"DB" 


"DC" , 


"DD" , 


"DE" , 


, "El" 


"E2" 


«E3" 


"E4" , 


"E5" , 


"E6" , 


, "E9" 


"EA" 


"EB" 


"EC" , 


"ED" , 


"EE" , 


, "Fl" 


"F2" 


"F3" 


"F4" , 


"F5" , 


"F6" , 


, "F9" 


"FA" 


"FB" 


"FC" , 


"FD" 1 


"FE" , 



"07" 
"OF" 
"17" 
"IF" 
"27" 
«2F" 
"37" 
"3F" 
"47" 
«4F" 
"57" 
"5F" 
"67" 
"6F" 
"77" 
"7F" 
"87" 
"8F" 
"97" 
-9F" 
"A7" 
"AF" 
"B7" 
"BF" 
"C7" 
"CF" 
"D7" 
"DF" 
"E7" 
"EF" 
"F7" 
»-FF" 



'DN' Down Stairs 
'e@' Misty 

' — ' Strange 

'##' Trap 
V\' Fountain 
'UD' both Up and 



walls 



' just an infinite loop here 



PRINT "Enter Choice: [0 = EXIT]"; 
INPUT flnum 

LET flnm$=file.txt$(flnum,l) 
LET comment$=file.txt$(flnum, 2) 

IF flnum=0 THEN 

END 
END IF 
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REM opening and preparing the printer 
OPEN "Prt:" FOR OUTPUT AS #1 
WIDTH #1, 135 

PRINT #1, CHR$(27);"[2w" "set printer to 12 cpi 
PRINT #1, CHR$(27);"[0z" "set printer to 8 Ipi 

REM opening and reading the dungeon 

OPEN Dev$+flnm$+".bin" FOR INPUT AS #2 
FOR 1=1 TO 128 

LET Stuff$(I)=INPUT$(16,#2) 
NEXT I 
CLOSE #2 

REM printing the dungeon 

PRINT #1, flnm$;".bin=";coiriment$ 
LET Cnt=0 
FOR 1=1 TO 128 
LET Cnt=Cnt+l 
FOR P=l TO 16 

LET A=ASC (MID$ (Stuf f$ (I) , P, 1) ) 
PRINT #1, Pic$(A); 
NEXT P 

PRINT #1, Pic$(128); 
PRINT #1, "* "^ 
IF Cnt=16 THEN 
LET Cnt=0 

PRINT #1, STRING$ (17*2, Pic$ (128)) 
PRINT #1, ** ** 
END IF 
NEXT I 

PRINT #1, " *^ 
CLOSE #1 

WEND 



REM subroutines 
File. list: 
FOR 1=1 TO 7 

PRINT I;"-";file.txt$(I,2) 
NEXT I 
RETURN 

END 



Listing Two 



Map.MSB 



REM Ultima Map Printer vl.O 
REM Remember you don't need to type in the Remarks 

REM initialize variables 
REM This is the Ultima III disk 

REM / if you have a problem 

REM \/ check the name of disk. 

LET Dev$="XEL0K-lV2-SIGl : Ultmaps/" 
DIM Stuff$(64),Pic$(255) 
DIM file.txt$(13,2) 

REM initialize file names and map titles 
FOR 1=1 TO 13 

READ file. txt$ (1,1) 
READ file.txt$(I,2) 
NEXT I 



(x>ntinue(i.., 



Investment Analysis Comes To The AMIGAtm 

A New Microcomputer Investment Analysis Tool 
THE INVESTOR'S ADVANTAGEtm 

Keep track of individual stocl^s and general market trends. Individual stock charts include High/Low Closing Prices, Moving 
Averages, Volume Histories. Price Momentum and Relative Strength. Use Relative Strength Ranking report to select best 
performers for inclusion in your own portfolio. Monthly Percentage Change report helps determine how certain stocks performed 
when the market as a whole performed best. Use General Market trend charts (created in seconds, in color, on your monitor) to 
determine when to get into and out of the market. These charts include the Dow Jones Industrial Average, NYSE Index, 
Advance/Decline Ratio, Odd Lot Short Ratio, Put/Call Ratio, Overbought Oversold Ratio, New Highs/New Lows, Specialist 
Short Ratio, and the 20 Most Active Indicator. Stock History on up to 500 stocks can be updated either manually or 
automatically using your modem. 

Only $99.95 Plus $2.40 postage and handling. Demo Disk $5.00 

SPECIAL INTRODUCTORY PRICE 

ORDERS PLACED BY SEPT 30,1987 ONLY $75 



The Investor's Advantage 

Send Check, VISA or MC to: 

The Slipped Disk, Inc. 

31044 John R 

Madison Heights, Ml 48071 

(313) 583-9803 

Dealer Inquiries Welcome 



tm 
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24 Yawl St, Suite 2 
Marina Del Rey, CA 90292 

To erdar Pl«u« Call: 

(213)823-6416 11A.M. To 6 P.M. 

for BBS Ordar Unt Call: . 

(213) 823-1622 24 Hrs. 



• • Important News to ALL AMIGA^ Owners! • • 

Micro P. Technologies is pleased to announce tiie opening of an Amiga-specific 
dealership providing the best prices and support of Amiga products. 

We have been involved with the Amiga and have been on Commodore's Amiga 
registered developer datalxsse since the introduction of the machine. 

Long before i got involved In this venture. I was just anottierf rustrated userv/ho gottired 
of all the lack of support that the Amiga v/os getting. I wanted to change that, and 
thus was bom our Amy Discount Store. 

Orxje you start dealing with us. you will also discover our great support, customer 
service, and fast delivery. FeOow Amiga user, 

Frank KhulusI 
Call Us For Complete Amiga 600 and 2000 systems. Operations Manager 

Micro P Technologies, Inc. 



REM Map Symbol Key 



DATA/'mapa" , 

DATA "mapb" , 

DATA *^apc" , 

DATA **mapd" , 

DATA '^ape" , 

DATA *^apf" , 

DATA **mapg" , 
REM sorry no 

DATA ^'mapi" , 

DATA *^apj" , 

DATA *^aplc" , 

DATA **mapl" , 

DATA **mapz" , 

DATA ^^sosa" , 



"Lord British' s Castle" 
^'Castle Death" 
*"Lord British' s Town" 
**City of Moon" 
'^Forest of Yew" 
*'Montor East" 
"Montor West" 
map to the City of Grey 
*Xity of Dawn" 
"Devil Guard" 
"City of Fawn" 
"Death Gulch" 
"Ambrosa Main Map" 
"Sosaria Map" 



REM initialize Map Symbol 
FOR 1=0 TO 255 
READ Pic$(I) 
NEXT I 



DATA ".." 
DATA "'^'^" 
DATA "/\" 
DATA "V&" 
DATA " " 
DATA "Hr" 
DATA "0" 
DATA "Op" 
DATA "Mr" 
DATA "Gr" 
DATA "Ft" 
DATA "Wz" 
DATA "Or" 
DATA "Gi" 
DATA "Pi" 
DATA "Dv" 
DATA "==" 
DATA "{}" 
DATA "90" 
DATA "A J' 
DATA "C_" 
DATA "E_" 
DATA "G__" 
DATA "I__" 
DATA "Y_" 
DATA "M_" 
DATA "0_" 
DATA "W_" 
DATA "S_" 
DATA "Sn" 
DATA "FO" 
DATA "T&" 



, -01" . 


"02" , 


"03" , 


" : : " , 


"05" , 


"06" , 


, "09" , 


"OA" , 


"OB" , 


"%%" , 


"OD" ,. 


"OE" , 


, -11" , 


"12" , 


"13" , 


"D&" , 


"15" , 


"16" , 


, "19" , 


"lA" , 


"IB" , 


"C&" , 


"ID" , 


"IE" , 


. -21" , 


"22" , 


"23" , 


"$$" . 


"$$" , 


"$$" , 


, "29" , 


"2A" , 


"2B" , 


-Cf" . 


"2D" , 


"2E" , 


, -31" , 


"32" , 


"33" , 


-Sp" , 


"35" , 


"36" , 


, -39" , 


"3A" , 


"3B" . 


-(P" , 


"3D" . 


"3E" , 


. -41" , 


"42" , 


"43" , 


"Jt" , 


"45" , 


"46" , 


, -49" . 


"4A" , 


"4B" , 


"LB" , 


"4D<' , 


"4E" , 


, "51" 


"52" , 


"53" , 


"CI" , 


"55" , 


"56" , 


, "59" 


"5A" , 


"5B" , 


"Tf" , 


"5D" , 


"5E" , 


, "61" 


"62" . 


"63" , 


"Sk" 


"65" 


"66" , 


, "69" 


"6A" . 


"6B" , 


"Dm" 


"6D" 


"6E" , 


, "71" 


"72" , 


"73" , 


"Dg" 


"75" 


"76" , 


, "79" 


"7A" , 


«7B" 


"EX" 


-7D" 


"7E" , 


, "81" 


"82" , 


"83" 


"++" 


"85" 


"86" , 


, "89" 


, "8A" 


«8B" 


«@@" 


«8D" 


, "8E" , 


, "91" 


, "92" 


-93" 


-[)" 


"95" 


r -96" , 


, "99" 


, "9A" 


"9B" 


"B " 


«9D" 


, "9E" , 


, "Al" 


, "A2" 


"A3" 


«D " 


"A5" 


r -A6" , 


, "A9" 


, "AA" 


, "AB" 


, "F " 


, "AD" 


, "AE" , 


, "Bl" 


, "B2" 


, "B3" 


, "H " 


, "B5" 


r -B6" , 


, "B9" 


, "BA" 


, "BB" 


, "U " 


, "BD" 


, "BE" , 


, "CI" 


, "C2" 


, "C3" 


, "L " 


, "C5" 


r -C6" , 


, "C9" 


, "CA" 


, "CB" 


, "N " 


, "CD" 


, "CE" , 


, "Dl" 


, "D2" 


, "D3" 


, "P " 


, "D5" 


, "D6" , 


, "D9" 


, "DA" 


, "DB" 


, "R " 


, "DD" 


, "DE" , 


, "El" 


, "E2" 


, "E3" 


, "T " 


, "E5" 


, -E6" , 


, "E9" 


, "EA" 


, "EB" 


, "Sn" 


, "ED" 


, "EE" , 


, "Fl" 


, "F2" 


, "F3" 


, "F4" 


, "F5" 


, "F6" , 


, "F9" 


, "FA" 


, "FB" 


, "Ra" 


, "FD" 


, "FE" , 



-07" 
-OF" 
"17" 
"IF" 
«$$" 

-2F" 

-37" 
"3F" 
"47" 
-4F" 
"57" 
"5F" 
"67" 
-6F" 
"77" 

"87" 
-8F" 

«9F" 
"A7" 
"AF" 
"B7" 
-BF" 
"C7" 
-CF" 
"D7" 
-DF" 
"E7" 
"EF" 
"F7" 
"FF" 



REM '..' 


- water 




'Jt' 


- jester 


REM '::' 


- grass 




'Gr' 


- guard 


REM ''^'^' 


- plants 




'LB' 


- Lord British 


REM '%%' 


- trees 




'Ft' 


- fighter 


REM V\' 


- mount ians 




'CL' 


- cleric 


REM 'D&' 


- dungeons 




'Wz' 


- wizard 


REM 'T&' 


- temples 




'Tf 


- thief 


REM 'C&' 


- castles 




'Or' 


- ore 


REM 'V&' 


- villages 




'Sk' 


- skeleton ' 


REM ' ' 


- floor/path 




'Gi' 


- giant 


REM '$$' 


- gold/chest 




'Dm' 


- deamon 


REM 'Hr' 


- horse 




'Pi' 


- pincher 


REM Mf 


- frigate 




^Dg' 


- dragon 


REM Mp' 


- pirates 




'DV 


- devil 


REM M)' 


- whirlpool 




*==» 


- force field 


REM 'Sp' 


- seaserpent 




'++' 


- lava 


REM *0p' 


- octopus 




M}' 


- moon gate 


REM 'Mr' 


- merchant 




'@@' 


- wall 


REM 'Sn' 


- silver snake 




'Ra' 


- ranger 


REM 'EX' 


- Exodus 




Ml' 


- space or table 


REM 'I ' 


- locked door or the letter 


"I" 




REM the 


rest of the letters are 


done 


like 


the "I" above 


REM the 


letter 'U' and 'V will 


look 


the same on maps 



' just an infinite loop here 



REM Main program 

WHILE nothing^nothing 

CLS 

GOSUB File. list 



PRINT "Enter Choice: [0 = EXIT]"; 
INPUT flnum 

LET flnm$=file.txt$ (flnum, 1) 
LET comment$=file.txt$(flnqm, 2) 

IF flnum=0 THEN 

END 
END IF 

REM opening and preparing the printer 
OPEN "Prt:" FOR OUTPUT AS #1 
WIDTH #1, 135 

PRINT #1, CHR$(27);"[4w" 'set printer to 15 cpi 
PRINT #1, CHR$(27);"[0z" 'set printer to 8 Ipi 

REM Opening and reading the map 

OPEN Dev$+flnm$+".bin" FOR INPUT AS #2 
FOR 1=1 TO 64 

LET Stuff$(I)=INPUT$(64,#2) 
NEXT I 
CLOSE #2 

REM printing the map to the printer 
PRINT #1, flnm$;".bin=";comment$ 
FOR 1=1 TO 64 
FOR P=l TO 64 

LET A=ASC(MID$(Stuff$(I),P,l)) 
PRINT #1, Pic$(A); 
NEXT P 

PRINT #1, " " 
NEXT I 

PRINT #1, " " 
CLOSE #1 

WEND 

REM subroutines 
File. list: 
FOR I°l TO 13 

PRINT I;"-";file.txt$(I,2) 
NEXT I 
RETURN 



END 
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l^ht^actts of fAdvtnturc 

For all the advancement that has taken place in adventure games over the 

last twenty years, many things still remain the same. And the most Important aspect 

holds true the fun! 



by Eddie Churchill & Ken Shaefer 

The silence is deafening and the tension is so thick you can't 
cut it with your sword, even if you have the strength of a giant. 
You stare into the gloom. Your torchlight casts its sputtering 
illumination about 60 feet ahead of you, so you can just make 
out a door on the western wall. You decide to head for the 
door when suddenly, out of nowhere, you are attacked by a 
band of wandering trolls. You realize as you draw your blade 
that this couki very well be BIG trouble. 

Sound like fun? Many people think so. Since the advent of 
personal computers, adventuring has been a part of the 
software scene. One of the first pieces of software for the 
PDP-1 at M.I.T. was the first adventure game. Since then, the 
genre has grown from simple parser-driven text adventures to 
the beautiful state-of-the-art animated graphic adventures we 
have come to expect from the Amiga. For all the advance- 
ment that has taken place over the last twenty years, though 
many things still remain the same. The most important 
aspect holds true the fun! 

In this artk:le, let's examine several facets of adventuring. We 
will take a quick look at the history and evolution of computer- 
based role-playing adventures. We will then examine what 
makes an adventure game a "classic." Finally, we will talk 
about why role-playing games are so popular. 



A Quick History of Adventure Gaming 

The evolutbn of computer-based adventure games shows 
how each new development was an improvement. Adventure 
is usually credited as the first adventure game. (You can still 
play this game. It's available on CompuServe and other 
networks.) Adventure is an entirely text-based game, but a 
huge number of actual locations are described. There are 
also all sorts of puzzles to figure out, albwing you to go to 
new and interesting places. 

For some time, text adventures ruled the day. (There was a 
good reason for this domination; there weren't many comput- 
ers capable of graphics!). Nothing else could exist until the 
advent of graphics-capable personal computers. The technol- 
ogy of text adventures did not stand still, however, and text 
games are still with us today. Infocom has always made the 
very best text adventures and their latest offerings are very 
sophisicated with vocabularies of thousands of words. 



Graphic computers finally hit the scene and soon after, they 
were inside our homes. It didn't take long for someone to think 
of putting static pictures with text, as a sort of augmentation. 
The result was the birth of graphic-text adventure. Games 
like "Wizard and the Princess" and "Ulysses and the Golden 
Fleece," both by a company named Sierra On-line, stormed 
onto the scene. 

In 1981 , a company called Sir-Tech stood the gaming world 
on its ear with a program called Wizardry. This game for the 
Apple II owed as much to Dungeons and Dragons'^ as it did 
to any earlier computer game. The graphics weren't just 
unessential add-ons; they were the very heart and soul of the 
game! You could now have a rat's-eye view of the world and 
that world was a line-drawn dungeon ripe for exploration. 
Wizardry has been imitated, ported and has spawned two 
sequels. Truly a ground breaking program. 

Not long afterwards, a product by a gentleman called Lord 
British hit the streets. The game was called Ultima and, like 
Wizardry's rat's-eye view of the dungeons, you now viewed 
the surface world from above (a sort of God's-eye view). 
Ultima was every bit as innovative as Wizardry and has 
generated 3 sequels, with rumors of an Ultima V in the air. 

So, the two limbs of the computer adventure gaming tree 
grew in their own independent ways. From Wizardry, the line 
developed to today's Bard's Tale, with its full color and 
textured walls in the dungeons. The Ultimas have also come, 
each with more detail and bcations than the last. 

There is a third limb of this tree and you may be surprised at 
its source. In 1 983, IBM was preparing to introduce their first 
low-priced PC, the ill-fated PCjr. They wanted a game to 
show off some of the PCjr's unique graphic capabilities. So, 
they commissioned Sierra (renamed from Sierra On-line) to 
write a game called King's Quest. Perspective and scrolling 
made King's Quest unique. You didn't look through the main 
character's eyes, but you didn't have the All-Seeing-One 
vantage point either. You saw the character as if you were 
about 50 feet away and slightly uphill. He could even go 
behind bushes (gaspl). This final limb has grown as well. 
Two more King's Quest adventures, a Space Quest and 
today's most impressive game. Faery Tale Adventure, all 
show this sort of growth. 



continued... 
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Micro Entertainment 

Pr6S6nts 

THE GOLDEN PYRAMID 

Finally, a Computer Game Show for the AMIGA. 
Complete with a speaking Game Show Host. 

Challenging and enjoyable for all ages and Interests. 

Test your knowledge of People, Places, Things, Song 
Titles, Nursery-Rhymes, Characters, Phrases, Quota- 
tions, Movie Titles, and more! 

Over 1,000 randomly selected puzzles to solve. 

Land on a hidden pyramid and take your chances at the 
ever changing riches and dangers of THE GOLDEN 
PYRAMID. 

On screen gadgets control all aspects of game play. 

Not sure of your next move? Simply click the "HELP" 
gadget and your Game Show Host will explain the cur- 
rent options available. 

Your Host utilizes a random speech process to insure 
interesting conversation throughout game play. 

Up to 5 players per game. 
Send check or money order to: MICRO ENTERTAINMENT 
■MB $34 95 .i^Kl 14 Wisteria Way 



S3.00 
postage & handling 



South Portland, ME 04106 



Vi$a and MasterCard orders call: (207) 767-2664 
Maine orders add 5% sales tax 

Dealer inquiries are welcome 
AMIGA is a registered trademarl< of Commodore-Amiga, inc. 



With the recent improvements of this third limb, it Isn't hard to 
project where all three lines might be going in the future. The 
two initial limbs could grow back Into the third, forming one 

very strong limb a limb much stronger because of the 

independent development of the different lines. 

Our little historical journey brings us to the present. What the 
future holds is anybody's guess, but there's one thing you can 

be absolutely sure of there will always be adventure 

games and they will always be bigger and better than ever! 



in Search of the Ultimate Adventure Game 

You walk into your friendly, neighborhood software store, 
stroll over to the Amiga section and there it is! The new game 
you've been waiting for. You've seen the ads In all the 
magazines, heard the latest gossip at the user- group 
ifneetings and even talked to a beta-tester. Finally, its here. 
You grab it off the shelf without a second thought. You've 
paid for it and are on the way home before you've taken 
another breath. 

But, when you boot it up and start to play, you're disap- 
pointed. Why? Did the media hype make it seem like this 
wonder game was going to make your Amiga look, sound and 
act like a Cray XMP. Or did months of pre-advertisement 
build it up bigger than life? Or did your own imagination 
betray you, causing you to expect something the software 
author never intended? 



All of the above are reasons we are disappointed with games. 
But what about those games that not only DON'T disappoint 
us, but continue to be favorites as the years ^o by? What do 
they have going for them that the ones on the back shelf 
(played once or twice and forgotten) don't have? Many things 
go into making a computer-based adventure game a classic. 
(These same points make up the criteria reviewers use to 
judge games.). What are the things that seperate the good 
from the GREAT, the single season hot-seller from the long- 
term winner? 

Advancement 

Does the game do something new for the genre of adventure 
gaming? Bird's eye view, rat's eye view and animation were 
all new features in the past. A game that introduces some 
new element, some useful and nifty feature, will be a lasting 
favorite. 

Consistency 

Nothing is more irritating than a spell or an ability that works 
only sometimes. Nothing is more distracting than trying to 
remember the spot where a particular weapon isn't effective. 
Rules may be made to be broken, but no one's figured out 
how to break the Laws of Science yet. We don't want our 
games to break their own rules either. 

Coherency 

Does it all make sense? Does^the story-line hang together 
internally or did it just grow wildly as the programmers built 
the game? No one likes a game whose plot resembles a 
bramble bush. Little dashes of humor interjected here and 
there are great. If the entire game seems like an aside, 
though, something is wrong. 

Humor 

Have you ever known people who take themselves too 
serbusiy? Not much fun to be around, are they? Games are 
like that too. Even a "serious" game needs a little humor. 
Too much funny stuff and the game becomes silly, not 
enough and it's pompous. Humor in games walks a fine line, 
but you know the right touch when you see it. 

Polish 

Nothing can make or break a game like this subtle quality. 
Polish is that quality given to a game by plenty of beta-testing. 
Bugs remove the feeling that you've bought a finished 
product. Does the packaging contain an errata sheet (We've 
seen products with multiple pages of "Ooops" sheets!)? Are 
the advertisements already announcing V2.0? A finished 
product is a joy for all involved and something to be proud of. 
A quick hack is just that and probably won't stand the test of 
time. 

If a game has three or more of these all-important elements, 
the odds are good its destined to be a classic. If a game has 
all five, it's a sure bet. Paying attention to these elements in 
reviews and product descriptbns helps you decide if the 
game is tremendous or a turkey. 
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Looking at Ourselves Through Adventure Games 

If such criteria make an adventure game a classic, then why 
are these adventures so popular? After all, don't these 
guidelines apply to almost all games in one way or another? 
What's so fascinating about adventure games anyway? 

We thipk the answer lies pretty deep within ourselves. 
Seldom noticed psychological factors effect us here. Al- 
though authors aren't psychologists, we think an examination 
of some of these factors may be enlightening and entertain- 
ing. These psychological factors include the drive to achieve 
and a desire for excitement. 

The same drive thatf pushes us to excel at our jobs or in 
school is at work during adventure game play. We all want to 
discover new things, see new sights (look how much we 
spend on vacations!) and reach new heights of achievement. 
Adventure games give us opportunities to excel in ways 
othenA^ise available to only a select few. We explore, conquer 
and achieve on a nearly unimaginable scale! 

Even if it all happens only in a fantasy world, the experience is 
not lessened for us. In fact, the experience can be much 
better. It's safe and a good chance to explore hidden aspects 
of our personalities. Of course, we know it's fantasy, but role- 
playing games allow us to answer questions like "what if I was 
the baddest bully on the planet!" without harming a soul. 
Stephen King, in his non-fiction boo k Danse Macabre, says 
that horror stories and movies exist to safely satisfy a dark 
side of ourselves. Perhaps, for some of us^ role-playing 
games fulfill the same purpose. 

The second reason we play adventure games is closely tied 
to the first. Many of us think our lives are relatively boring and 
sometimes we need an escape. We turn to fantasies, 
whether television, movies or role-playing games, to bring 
some vicarious, safe excitement into our lives. It takes only a 
little imagination to project ourselves into these artificial 
worlds. 

This psychological factor makes the most "realistic" adventure 

game the newest hit it requires less effort for us to 

pretend it's real. Unrealistic games shout artificiality so loud 
that the experience is lessened. If you doubt that we project 
ourselves into these games, listen to yourself talk about your 
"adventures"; you'll hear what we're talking about. "I finally 
found the mark of Fire last night. Now. if I could just figure out 
where Dawn is, I'd be all set!" Our very words show that 
we're much more involved than we admit. It may be "just a 
game," but while we're playing the game and talking about it, 
the adventure is much more. A good adventure game can be 
a $50 vacation to a place that cannot exist. . . but that we 
wish truly did exist. 

Now that we have peered through some of the facets of 
adventure, one fact shines through: FUN, FUN, FUN! If an 
adventure game is fun, smooth sailing lies ahead. 
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Semi kit (no soldering) Board 
comes in u 4" x 8.5" case Ihat 
connects externally to the BUS 
expansion port on the right side of 
the Amiga 

The Jumbo Ram board contains 
all control circuitry chips, but no 
RAM. Add 16 41256-15 RAM 
chips for 1/2 megabyte. Add 32 
41256-15 RAM chips for 1 
megabyte 

• Software auto-installs for 1.1 or 
1.2, disk provided. (Will not auto-install unless you tell it to 
through software. If your other software doesn't support 
extra memory, you can disable the board, through software 
thus saving you from having to remove the board each time 
you run that software. 

• No wait states, fast memory will not slow operating system. 

• Pass through for stacking memory boards is an option 
(available in May, $40.00 includes installation.) Additional 
Jumbo Ram boards require additional power supplies. Power 
supplies $40.00, available April 15, 1987. 

• Jumbo Ram board enhances VIP Professional, Draw, Digi 
View, Animator, lattice and many others. (Information on 
Side Car unavailable until we have one to test!) 

• Ram chips available at prevailing prices. 6 month warranty 
replacement. 

Jumbo Ram board $199.95. s & ii $3.50 



EPsoivr 

EX-800 

Dot-Matrix PrintMT 

• Prints 300 characters per second printhead 
speed in draft mode (Elite 12 CR). 

• 60 characters per second printhead speed 
in Near Letter Quality mode 

• New push-button SelecType II front control 
panel lets you choose from a combination 
of eight different typestytes. 

• Automatic Sheet Load easily and quickly 
inserts single sheets of paper 

• 8K internal buffer stores up to four pages of 
data at a time. 

• User-installable color option kit adds color 
to text and graphics 

• Bidirectional printing provides maximum 
throughput performance for both text 
and graphics. 

• Built-in Push Tractor Feed assures con- 
venient loading. 

• One year warranty 



For Your 
Amiga®! 



Uses JX'80 Printer Driver 
EX-800 $449.95 .s&H 



Amiga Schematics 

You can investicate: "'RAM 
Expansion • Auto Boot 
ROM Mods • Disk Drive In- 
terfaces • Additional Ports 
• DMA Expansions • Video 
Enhancements • ETC. . 

$24.95 includes shipping. 



ORDER TOLL FREE' 



Cardinal Software 
14840 Build America Dr., 8(010-762-5645 

Woodbridge, VA, 22191 . 
Info: (703) 491-6494 — ^* 
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Amazing Computing'^ has collected a catalog of the games currently available on the Commodore-Amiga'^. This catalog is 



ACCESS SOFTWARE 

Leader Board 

Hit the links with three of your golfing 
buddies. All the shots are yours to 

make you select your dub before 

each shot. If you fly the green or come 
up short in a bunker, you can only blame 
yourself. You*l) be cursing just like you're 
on a real course! If your game's not quite 
up to par, try the driving range included in 
this golf simulation. An additional disk 
adds four new courses to your selection. 
$39.95 

Access Software, Inc. 
2561 South 1560 Way 
West Cross, UT 84807 
801-940-6044 



ACCOLADE 
Mwn 18 

After a solkJ Sunday aftemoon round you 
might think you're ready for the PGA. 
This simulation gives you some idea what 
it's like to play the courses the pros play. 
Try Pebble Beach, Augusta National or 

even design your own (and more a 

supplemental course disk is available). 
After seeing the Augusta layout, you'll see 
just how elusive that Masters green jacket 
is! If you're not quite ready for the tour, 
practice on the driving range or putting 
green. Who knows, maybe you're not 
that far from a green jacket fitting! $44.95 

Accolade 

20833 Stevens Cr, 

Cupertino, CA 95104 

408-446-5757 



ACTIVISION 

Borrowed TImo 

You are a private investigator and 
somebody, maybe everybody, wants to 
see your name in the obits. Your job is 

truly one of life or death ^you've got to 

find out exactiy who is after you before 
he's got a knif^ in your back or a 
snubnose in your ribcage. You've got to 
be smooth and quick-witted or ttiis 
investigatton couM be your last This 



illustrated text adventure will teach you to 
always look over your shoulder and never 
miss a clue! $44.95 

Championship Baseball 
Two outs, two on, tie score, top of the 
nintfi. As the manager, you can feel tfie 
gray hairs sprouting. Do you bring in 
someone else, a fresh arm. . . or do you 
stick with tiie guy you know can do the 
job? As the pitcher, you can feel the 
sweat oozing tiirough you pores. Can 
you reach back for that tfiird strike 
heater? As general manager, you second 
guess passing up the chance to pick up 
anotfier quality reliever way back in spring 
training. You are tfie manager, player 
MQ GM. Just be glad you can't be fired 
or put on waivers! $29.95 

Champlonghlp Bagteftall 

Two-on-two is classic playground 
baskett>all. You need quickness, leaping 
ability and a deadly outside shot. This 
simulation brings two-on-two and all its 
added dmensions to computerized hoop. 
A four division, twenty-three team league 
brings along playoffs and championship 
play. $44.95 

Championship PQlt 
You step up to tfie famed IStfi at Pebble 
Beach. Wind blowing left to right, you eye 
the tiny flag seemingly a mile away. A 
slight hook should do tfie trick. You lace 
your drive down tfie right side of the 
fainvay. . . looks good. . . looks good. But 
Pebble Beach is not so kind. A canyon- 
like bunker swallows up your titie hopes. 
The PGA, especially at Pebble Beach, is 
a tough racket and tfiis simulation gives 
you a first-hand taste. $54.95 

Champl9n?hlp F99ftall 

As your musde-toned squad trots onto 
the field for ttie championship game, you 
know tfie whole ball of wax rests rather 
uncomfortably on YOUR shoulder pads. 
You draft tiie players, pick tfie plays and 
fight it out in tfie pits. You'll feel tfie 
jubiliation of a perfectfy executed TD and 
you'll wince as fburtfi-and-goal falls 
through as a bone-crushing sack. Win or 
lose, you are 100% responsible for your 
Super Bowl dreams. 



Gary Kitchen's Gamcmaker - 
The Computer Game Design Kit 
Did you ever want to become a computer 
game programmer? Well, it just became 
easy. Use your design tools - Scene- 
Maker, SpriteMaker, SoundMaker & 
MusicMaker - use your Editor to pull it all 
togetfier to make a game you can be 
proud of. $59.95 

Ufifikec 

The unknown is always a littie scary. . . 
but always very tempting. You've 
stumbled into someone's private system. 
Turn back; you've got to. But tfie 
temptation, that nasty temptation. Why 
not go on. . . dig a littie deeper. Just tfiink 
what yoii coukJ dscover! But it's wrong, 
immoral, dirty. Who cares, it's just a 
game. . . we tfiink. $44.95 

H?ffK9r II; Th? P99m?;'aY Pap^r? 

Now, you can put all the hacking and 
snooping talents you learned from the 
original JUadSfiLto good use— Life and 
death use, as a matter of fact. The 
Ruskies have tfie deadly Doomsday 
Papers locked tightiy away under 
suffocating security. Only an expert 
hacker can bosen tfie Soviet hold and 
save tfie free worid. Its up to you to try 
every last bit of hacking saavy you can 
muster! $49.95 

Llttl9 ComptitCT P99Pte 

Do remember when you used to think 
littie men lived inside tfie TV and other 
appliances? Ha. Ha. right. You were five 
years old and totally uninformed tfien. 
Don't be so sure; tfiere just may be littie 
people living inside your Amiga right now! 
This discovery adventure actually lets you 
make fi'iends witfi a littie guy, living in a 
nice littie home in your computer. $49.95 

Min;'?hp;'9W 

Who ami? Nobody. Where ami? 
Nowhere. How did 1 get here (where ever 
here is!)? You begin tfiis illustrated text 
adventure by asking tfiese seemingly 
unanswerable questions. You must comb 
tfie earth in search of the answers tfiat 
will bring your life back together. Your 
search won't be easy! You'll meet 
obstacles, enemies and deeper and 
deeper deception. Your answers are 
tangled in tfiis deception. $44.95 
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Games Catalog 

Compiled by Michael T. Cabral & Keith M. Conforti 




comprised of material from previous reviews, pacl<aging and/or press releases. These descriptions are not intended as reviews, 
but rather as a compilation of ail the fun places you and your Amiga can travel. 



Portal 

The year 2106 is now. You retum to 
Earth and find utter destruction and 
desertion. Nothing is alive, no one is here 
to tell you what happened. . . except 
Homer. Homer is a high-tech computer 
who knows just what happened to Mother 
Earth. With Homer's help and a little 
after-the-fact detective work, you just 
might find out what happened to the land 
of the free in this computerized novel. 
$49.95 

Shanghai 

Sometimes okJ is k)est How 'bout 

3000 years old? This intense strategy 
game stems from the ancient Chinese 
tile-matching game Mah Jongg. Just pull 
off matching squares until you're out of 
tiles or moves. Sounds simple, huh? 
But, your matching is restricted to the 
head and tail of an often-victorious 
dragon. Your mind must be at least two 
steps ahead of your hand and you must 
know the precise location of each of your 
144 tiles. The next step is addiction. 
$44.95 

Tagg TImgg In Tgngtown 
Poor ole' Grandpa has disappeared in a 
place that goes way beyond strange. To 
get some idea of just how far out 
Tonetown really is just check the local 

newspaper ^the top dog reporter really 

is a full-blooded canine! You'd probably 
be best off staying away from this place, 
but what about dearest Grandpa; you 
can't just leave him in the middle of all 
this crazinessi Ifs up to you to save him 
and the result is a truly outrageous 
illustrated text adventure. $44.95 

Activision, Inc. 

PO Box 7267 

Mountain View, CA 94039 

800-227-9759 in CA 415-940-6044 



AEGIS DEVELOPMENT 

ArazgK'ff Tomb 

It's time to put the digging skills you've 
gathered as an ace reporter to work. 
Lovely Daphne is trapped In the ghastly 
Tomb of Czar Arazok. You've got to 
scrape for dues in the dark forests of 



Scotland. You'll also need strength and i 
clever mind to ward off your adept and 
deadly enemies. $49.95 

Aegis Development 

2210 Wilshire Blvd., Suite 277 

Santa Monica, CA 90403 

213-392-0735 



ARTWORX 

Pr|dq? 4tP 

Take your seat at the Bridge table. . . but 
don't expect an easy time because this is 
a computer game. Gameplay, bidding 
and scoring are ail true to the real thing. 
A little time spent with this game will 
make you a better a Bridge player. . . as 
long as you don't mind losing once in a 
while as you leam. $29.95 

Bridge 5.0 

The ultimate Bridge challenge goes one 
step further. If you were able to tough it 
out and outwit your opponent in version 
4.0, get ready for an even smoother, 
sharper adversary. You'll have to dig 
even deeper and work even harder to 
beat this guy. Are you up to the chal- 
lenge? $34.95 

$trlp Poh?r 

Here's one for ADULTS ONLY. Suzi and 
Melissa are shrewd poker players who'll 
bare much more than their souls for a 
chance at winning. Winning (unlike the 
giris) isn't always easy; the giris may take 
you right down to your own BVD's. Solid 
poker skills should get you by. . . just 
barely. Additional disks, of both men and 
women, are now available. $39.95 

Artworx Software 
1644 Penfield Road 
Penfield, NY 14526 
716-365-6120 



BAUDVILLE 

Video Vegas 

Bring the chilis and thrills of Vegas 
gambling to your Amiga. You've got a 
cool grand to blow on the Lucky 7 slot 
machine, Draw Poker, Blackjack or 



Keno. If you've ever dreamed of rolling 
into Vegas as a hot shot, bigtime 
gambler, here's your chancel $34.95 

Baud\^'lle 

1001 Medical Park Drive 

Grand Rapids, Ml 49506 

616-957-3036 



BETHESDA SOFTWARE 

QPIPIBPN t 

Fourth and goal from the seven. The two 
minute warning is now just a memory. 
Time for only one play. A grueling battle 
with a sharp-witted computer opponent 
has drained your playbook. Ifs time to 
design your own play, the one they'll 
never expect! For better or worse, you're 
the quaterback AND head coadh. This 
simulation lets you whip up your own 
playbook and allows for many other true 
to NFL features. An additional Pro Data 
Disk lets you compete with and coach 
actual pro teams. $69.95 

Bethesda Software 
9206 Burning Tree Road 
Bethesda, MD 20617 
600-992-4099 in MD 301-469-7061 



CLASSIC IMAGE 

Diablo 

Keep a little ball rolling on a track. Simple 
enough, right? That's what you think! 
You lay the track in front of tiie sphere as 
it moves along. When the ball runs over 
a piece of track, that piece disapperars. 
You can't stop until every piece has done 
its disappearing act. Believe me, you just 
can't stop. Whew! $24.95 

Classic Image 

510 Rhode Island Avenue 

Cherry Hill, NJ 06002 

609-667-2526 



contituted.:. 
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The Amiga Event! 

Is Coming! 

October 10-12, 1987 ~ 

New York Sheraton Centre, New York City 

I SCHEDULE OF SEMINARS 

Saturday, October 10th 





11:00-12:15 


1:00.1-15 


^:00 - 4:15 


Conference A 


Introduction to the 
A500 


DeskTop Video 
Entry Level 


Word Processing 


Conference B 


Introduction to the 
A2000 


Graphics 
Professional - 1 


Music/MIDI 
Entry -I 


Conference C 


DeskTop Productivity 
Professional 


AlOOO Expansion -I 


Entertainment - 1 


Conference D 


Telecommunications 


C and 
Assembly Programming 


CAD Applications - 1 



Sunday, October 11th 





11:00-12:15 


1:00-2:15 


3:00 - 4:15 


Conference A 


DeskTop Publishing 
Professional 


Avant Garde 
Amiga Art 


Educational 
Software 


Conference B 


Music/MIDI 
Professional - 1 


Small Business 
Applications 


Introduction to the 
A500 


Conference C 


Local Area Networks 


DeskTop Productivity 
Entry 


Amiga Graphics 
Entry 



Monday, October 12th 





11:00-12:15 


1:00-2:15 


3:00-4:15 


Conference A 


DeskTop Video 
Professional - II 


Introduction to the 
A2000 


CAD 

Applications - n 


Conference B 


Music/MIDI 
Entry - II 


CD-I and 
Optical Media 


Engineering 
Applications 


Conference C 


Business 
Presentations 


DeskTop Publishing 
Entry 


AlOOO 
Expansion - 11 


Conference D 


Amiga Graphics 
Professional - II 


Entertainment - n 


Modula-2 and Forth 
Programming 



Come to 

The Amiga Event 




AmiEXPO is a complete Commodore Amiga specific conference and exhibition, October 10-12,L 
1987 at the New York Sheraton Centre: three days of Amigan insight and infomiation. Our Keynotel 
Sessions, by leaders in the Amiga community, will highlight every thing from the origin of the firsti 
Amiga, to current software and the future of Commodore. The AmiEXPO Exhibition Hall is the! 
heart of the show, featuring publishers, developers, and retailers from the entire spectrum of Amiga.l 
Join us, for the only Amiga Event on the East coast, and the first of three National Amiga Events:! 
New York - Los Angeles - Chicago. Become part of Amiga, become a part of AmiEXPO. I 



Exhibition Mall 




A sampling of exhibitors 


: 


Actmsidn, Inc. 


Amazing Computing 


Amigo Business Computers 


Ameristar Technologies 


ASDG, Inc. 


AmiProject 


Drown-Wagh Publishing 


Associated Computer Services 


Computer Living 


Byte by Byte 


Creative Microsystems, Inc. 


Computer Systems Associates 


Firebird Licensees, Inc. 


Finally Software 


Impulse,Inc. 


Gold Disk Software, Inc. 


Liquid Light, Inc. 


Lattice, Inc. 


MCP Associates, Inc. 


Manx Software Systems 


Microillusions 


Meridian Software, Inc. 


NewTek,Inc. 


MicroSearch,Inc. 


Octree Software 


Micro Magic 


PiM Publications 


New Horizons Software 


subLOGlC Corporation 


PC Computer Solutions 


Vertex Associates, Inc. 


Word Perfect Corporation 



Keynote Sessions 

Jay Miner, the Father of the Amiga, will oper 
he New York AmiEXPO. R. J. Mical, the 

Designer of Intuition, will provide insights intc 
;oftware development. 



For information call 800-32-AMIGA 
(in New York call 212-867-4663). 

AmiEXPO Headquarters 

21 1 East 43rd Street, Suite 301 
New York, New York 10017 
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AmiEXPO Preregistration Coupon 

Yes, register me for AmiEXPO - New York! 



Name 
Company 
Address 
aty 



State 



Zip 



"ii 



One Day $10 



^ 



Two Day $15 



^ 



Three Day $20 



Pre-Registration must be received by September 20, 1987. 
After September 20 or onsite, there is an additional $5 charge. 
Make check or money order (U.S. funds only) payable to: AmiEXPO. 



AmiEXPO Associates 

21 1 East 43rd Street, Suite 301 
New York, New York 10017 



I AmigaCTM) is a registered trademark of Commodore-Amiga, Inc. j 



COMMODORE/AMIGA 

MIndwalker 

You've lost your mind! Next stop, the 
psychiatrist's office, right? Well, this 
game takes "losing your mind" more 
literally than you might think. You can 
forget about the psychiatrist, you're going 
searching for your own marisles. Self- 
psychiatry? Noway. You're actually 
going to take a stroll along the convoluted 
highways of your brain. Your sanity is 
misplaced somewhere inside your brain 
and you've got to hunt around in there 
until you find it. So much for psychiatric 
medecine! $49.95 

Commodore 
1200 Wilson Drive 
West Chester, PA 19380 
215-431-9100 



COMPUTER SOLUTIONS 

strategy and Adventure Series 
Three disks destined to bend your mind. 
Many, many puzzles to satisfy your old 
fashioned curiosity. A entire disk of text 
adventures to keep you keen-witted. Not 
a whole lot of flashy graphics, but plenty 
of timeless fun. $11.95 

Computer Solutions 
PO Box 354 
Mason, Ml 48854 
517-628-2943 



COSMh INC. 

Super Huey 

Ever wonder what piloting a helicopter 
would be like? This chopper simulation 
puts the controls in your hands and plenty 
of wild blue yonder out in front of you. 
With practice, you might soon be ready to 
give your own Eye-in-the-Sky morning 
traffic reports or pick up the PreskJent on 
the White House lawn! $29.95 

Cosmi, Inc. 

415 North Figueroa 

Wilmington, CA 90744 

213-835-9687 



DARK HORSE 

Chwsmatg 

Put your chess logic to wori< against the 

most logical of all creatures a 

computer. Varied skill levels give you a 
fighting chance and a 3-D graphics 
display adds some flair. Many true-to- 
the-real thing features make this game a 
great learning tool. Practk:e for a while, 
then blow away your friends! $29.95 



Dark Horse 
PO Box 13162 
Greensboro, NC 27416 
919-851-3698 



ELECTRONIC ARTS 

AdYgntwrg Cgngtrnctlgn Sgt 

Those guys who create adventure games 

must have a great time Dreaming up 

all those multi-skilled characters, 
remapping the worid and going all out to 
drive us crazy. Lucky dogs. Well, now's 
your chance to jump into the shoes of an 
adventure game creator. Let your 
imagination go wild with your own heros, 
worids, powers and incantations. Think 
you've got the ultimate adventure game 
knocking around in your head? Well, now 
you can prove it! Classic adventures are 
included for fun and inspiration. $49.95 

Archon 

You control phoenixes, golems and 
wizards in a battle against a fierce, 
equally-equipped opponent. Your 
"troops" have strange and unusual 
powers, including spells, flame-throwing 
and the ability to change shape. All 
action takes place on either the game 
board (where the board square are 
constantly changing) or the battlefield. 
Strategic skills come in handy in board 
play, while the battlefield demands 
quickness and power. $39.95 

ArchQn II; Adgpt 

The battle for power, prey and prestige 
which started with the original Archon 
grinds on, picking up intensity and ferocity 
along tfie way. The board to battleground 
scenario holds tme with strategic 
sharpness and battie saavy being the 
necessary survival tools. Your struggle 
with the enemy Siren will surely end in 
bloody deatii. . . either his or yours. 
$49.95 

Aliens have landed on earth and decided 
they like it here. They like it so much 
they're transforming ail our oxygen into a 
combination of methane, chlorine and 
ammonia to match tfieir atmosphere at 
home. Ever try breatfiing (never mind 
living on) that stuff? You've got to stop 
them! Their force field is virtually 
impregnable; only one weapon can help 

you salvage civilization Articfox. This 

tank of tanks has every possible 
advantage, but survival is still a shot in 
the dari^ Arctic night. Your maneuvering 
of tills super-vehicle spells tfie fate of our 
worid. $39.95 



Bard's Tale 

An evil spell has been cast over your 
unassuming littie town by Mangar, wicked 
wizard of tfie West. Your job is obvious. I 
know you're inexperienced. I know 
you've never tangled with a wizard 
before. I know you don't have any spells 
in your back pocket. But, frankly, you're 
all we've got. All the town's militiamen 
have been willed away to some unknown 
place by tfie wiz. It's all up to you and 
your band of misfits. Pull it off, and you're 
a hero; otfienvise, say goodbye to the 
peaceful town you once knew. 

Chessmaster gOOQ 

(By Software Toolwori^s) 
The ultimate chess simulation. Simple as 
tfiat. More tfian 71 ,OCX) opening moves 
and twelve amazing levels of play, 
ranging from Newcomer to Grandmaster. 
Tangle witfi skill-buiding chess problems 
or tum to an actual game. Not enough 
can be said on behalf of tfiis one. The 

bottom line if you're looking for tfie 

total chess game, Chessmaster 2000 
remains unchallenged. $44.95 

Dr. J and Larrv Bird Go One-on-One 

Two of b-ball's best square off and 

you step right into tfieir Converse. Larry's 
outside touch versus tfie Doc's incredible 
hang time. Bird's determined banging of 
tfie boards versus Erving's delicate, but 
deadly finger roll. This simulation lets xfiu 
grab tfiose boards and float towards tfie 

hoop. You choose Larry or tfie Doc 

eitfier way tfie action is constantfy fast 
break. $39.95 

Earl Weaver Baseball 

This is your chance to try your hand at 
some Major League managerial strategy. 
EW is tfie most advanced sports 
simulation available today. Create 
custom leagues, teams, players and 
stadiums! EW reaches a new realm of 
realism — including individual ratings and 
stats for over 800 players! A definite 
must for every baseball junkie. 

King's Quest Adventure Serffta 

(BySien-aOn-Llne) 

These tfiree adventure games propel you 

into a medieval worid of mystery and 

magic. 

• King's Quest I 

You are Sir Graham, a gallant knight in 
search of long lost magic relics tfiat will 
restore power to your soon leaderiess 
kingdom of Deventry. $40.00 

• King's Quest II 

Pit your wits against time and destiny. 
You must be an adept puzzle solver, as 
well as a stoic warrior in order to succeed 
at rescuing your beautiful future bride. 
$40.00 
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• King's Quest III 

You are a 1 7 year old under the dominion 
of an evil wizard who vows to kill you on 
your 18th birthday. Its a race against 
time as you discover the elements of 
black magic in a frantic effort to save your 
life. $40.00 

Leisure Suit Urrv and Land of the 
Lounge Lizards (By Sien-a On-Une) 
Lany, the prototype nerd, has stumbled 
upon his chance to live up. One night of 
drinking, dancing and gambling in the 
glitzy, never stop city of Lost Wages. Can 
Lany survive his one hilarious night of 
being a wild and crazy guy? Available 
Soon 

Marble Madness 

Madness is rightl Your goal is simple 
enough; get your marble to the finish line 
first. After that, hold on to your senses! 
Twists, turns, ramps and nasty obstacles 
wait around every comer. . . in 3-D! The 
Marble Munchers are starving and the 
mechanical wave does its best to cause 
your personal wipe-out. If you can fit a 
little strategy in there somewhere, you 
may have a chancel $49.95 

Ogre (By Origin Systems, Inc.) 
You're behind the controls of the 21st 
century's finest and most viciously potent 
tank. Sounds like the key to cakewalk- 
style battles, right? Not so fast You may 
be the strongest, but you're also alone 
against a determined army of conven- 
tional forces. You just might get a little 
more than you bargained for. 

Return to Atlantis 
Deep sea diving can be a dangerous 
game. . . especially if you've got a crazed 
villain and his tin can robots on your tail. 
You've got no time to enjoy the 3-D 
richness of the ocean scenery and the 
lost continent of Atlantis. You've got to 
trip up evil Slingjaw and his tin can dan 
before its too late. $39.95 

SgYgnCltlMOfGQid 

Here's your chance to play Columbus. 
You set sail in 1492 in search of 
whatever's out there waiting to be found. 
You'll stumble on many things, both 
intriguing and treacherous. Mingle with 
the natives, sail the stonny seas, risk it all 
for curiosity's sake! Now's your chance to 
re-write the history books. $39.95 

Skyffox 

Your can feel your palms leaking that 
drenching, salty film onto the controls. All 
those playful training flights don't mean 
diddly now. Enemy planes swarm like 
hungry buzzards. You've got all the best 
state-of-the-art equipment, but are you up 
to the challenge, the pressure? You'll find 
out in the cockpit. $39.95 



Software Golden Oldiea 

(By Software Toolworks) 

THE four classics original versbns of 

Pong, Eliza, Life and Adventure. An 
informative history of each game is 
included. Get this one for posterity and 
fun; your software collection isn't 
complete without these four timeless 
games. $34.95 

Spacg QUMt (By Sierra On-Line) 
One day you're an average janitor. . . the 
next day you're a space age swashbuck- 
ler. Slash through the galaxy in this 3-D 
spoof of the standard space age movie. 
$49.95 

Star FlWt I (By Interstel, Corp.) 
The galaxy's an awful big place to patrol. 
. and it's all yours. Your ship is loaded 
with high-tech options and you've got 
your Academy training behind you. Now, 
if s test time for you and your equipment 
Insidious Zaidrons and Krellans want 
control of the entire galaxy and you're in 
the way! You've got to keep these villains 
off your back, repair your ship and look 
over your shoulder at all times. $55.00 

Ultima III; ExQd»g 
(By Origin Systems, Inc.) 
If your bones, heart and soul are still 
dragging from the beastly battles of the 
first two Ultimas, don't collapse just yet. 
Can you be sure all that horrific evil is 
dead and buried? Are you willing to take 
the chance at just walking away? You've 
got to go back in. Be ready for more 
beasts, more battering and final victory. . 
you hope! $59.95 

Ultima IV; Th? Qwgst gf thg Avatar 

(By Origin Systems, Inc.) 
Just when you thought all the evil had 
been presented to you in the previous 
volumes, the spine-tingling Ultima series 
continues with more honor and excite- 
ment than ever before as you muster up a 
small anriy to carry out your heroic deeds. 
Available Soon 

Electronic Arts 
1620 Gateway Drive 
Sarj Mateo, CA 94404 
415'571'7171 



EPYX, Inc. 

Rogue 

Whats worse than a twisty, tumy maze 
with twenty-six dizzying levels? How 
'bout that same crazy maze haunted by 
twenty-six hideous monsters? The 
an-angement is different each time and 
the confusion never ends. $39.95 



Tompta of Apshal Trilogy 

Your twisted journey runs you through 
three convoluted mazes and four skill 
levels. You can peek into thirty-seven 
different rooms for things you need. 
Watch it, though. Camped out in the 
thirty-seven rooms are thirty-seven 
gruesome creatures. . . all waiting for you 
to get a little too courageous! $39.95 

Winter Games 

Up to eight Olympk) hopefuls can go for 

the gusto and the gold in this frigid 

simulation. The Winter Olympics come to 

your living room and the competition may 

get hot enough to melt all that snow. 

$39.95 

WffrW 9am?? 

If s time to take your athletic show on the 
road. . . and now your talents really have 
to be diversified. In each country you 
visit, you must compete in that country's 
native sport. Get ready for sumo 
wrestling in Japan and cliff diving in 
Mexico. Get yourself in great shape 
because you've got to be ready for 
whatever comes your way. $39.95 

Epyx 

1043 Kiel Ct 

Sunnyvale, CA 94066 

406-745-0700 



FIREBIRD 

GwlldQfThteYga 

It's time to go at it again in the friendly ole' 
Kingdom of Kerbdia. This sequel to the 
Pawn bares the same doses of role- 
playing excitement and graphic excel- 
lence as the original. $44.95 

Star GIMct 

Things don't k>ok too promising from 
behind the controls of your Airix>me 
Ground Attack Vehicle. K4enadng3-D 
enemy ships, missile launchers and tanks 
are all closing in on you. If things aren't 
bad enough, your energy pod is mnning 
on fumes. You're in this mess alone, but 
you've got the weaponry and you better 
hope you've got the skill! Pick up your 
intergalactic bootstraps; you're in for a 
star-splitter of a battle! $44.95 

The Pawn 

The task of rescuing the Kingdom of 
Kerbolia is tossed into your lap. This role- 
playing adventure game is enhanced by 
speech and knockout graphics. $44.95 

• Also available from Firebird is ADOdfla 
System $44.95 

Firebird, Inc. 
Attn: Fred Firebird 
41 Franklin St 
Waldwk^k, NJ 07463 
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GEODESIC PUBLICATIONS 

TricloDS Invasion 
Towering 3-D Imperial Walkers are 
bearing down on you. No ck>ubt about it, 
they mean business. Your task is simple 

enough, on paper gun them down 

before you no longer exist. Your order, 
just like your enemy, is ominous. $27.00 



INFINITY SOFTWARE 

Grand Slam Tennis 

30,000 people are dead silent. Your 
headband has soaked up every drop of 
sweat it can hold. Professional tennis at 
its best You are break point away from 
taking it all. You made it through the 
French Open on that sluggish day. You 
breezed on the lightening lawns of 
Wimbledon. You blocked out the plane 
noise overiiead in New Yori( at the US 
Open. Now, under the blazing Australian 
sun, you're a forehand winner away from 
the Grand Slam! $49.95 

Infinity Software 
1331 61st Street Suite F 
Emeryville, CA 94608 
415-420-1551 



INFOCOM 

A Mind Forever Vovaaina 
You are an independently intelligent 
computer in the year 2031 . Only you can 
save the world from a human race which 
has lost all control. You plan the future, 
test your last-ditch effort and hope to God 
it wori<sl Orwell woukJ k)ve this one. 
$39.95 

A trip to the circus fun for all. . . 

everybody except you and the circus 
owner's daughter. She's been kidnapped 
and if s up to you to save her! You'll learn 
all too fast that behind-the-scenes at the 
circus isn't near as much fun as what's 
under the Big Top. You'll be faced by 
puzzle after puzzle and, remember, 
clowns don't always laugh. $39.95 

Bureaucracy 

You've moved into a new house and your 
bank needs the new address. Strange 
premise for a game, you say? Not when 
it's accompanied by a hilarious plot that 
forces you to challenge the powers that 
be! $39.95 

Cutthroats 

A rich man's portion of the treasure lost 
off the rocky shores of Hardscrabble 
Island is all yoursi You are an expert 
diver in a group that's sure to recover the 
lost fortune. But, are you satisfied with 
just a portion of the treasure or do you 
want it ALL? Can you be sure your 



cronies are willing to settle for portions? 
Don't be so sure. Backstabbers and 
cutthroats are born in bunches when 
money comes into the picture. Know your 
friends, know your enemies and grow 
eyes in the back of your head. $39.95 

fLsadllDfi 

The all-time classic detective mystery that 
started the text adventure craze. Try to 
solve the brutal murder of a millionaire. 
Get out your notepad and a keen sense 
of truth and danger. $14.95 

gnchanter Trlloov Enchanteg. 

Sorcerer. Spelibreaker 
Magic, spells and what's one step beyond 
the unknown are the keys to success in 
this spellbinding series. All three $79.95 

• Enchanter 

The premiere release. You are a 
fledgling magician sent in to do battle with 
a wily old wariock. Hope you can leam 
your trade on the run! $29.95 

• Sorcerer 

If you were satisfied with your original 
Effort, move on to bigger and not 
necessarily brighter things. This time 
you've got to save the guy who taught 
you everything you know while wrestling 
the evilest of evil demons. You'll need 
your best magic and cryptic skills to 
untangle the endless web of puzzles. 
$44.95 

• Spelibreaker 

By the time this one comes along, you've 
gone bigtime as leader of the Circle of 
Enchanters. Bigtime means big prob- 
lems, though. You're up against the 
toughest puzzles you've ever faced and 
your magic is failing fast, but you're still 
the only one who can save the kingdom. 
Magic or no magic. $49.95 

Hitchhiker's Guide to the Galaxv 

Run wild. The galaxy is all yours! The 
Earth has been wiped out, but don't sweat 
it. This madcap adventure lets mingle 
with the stars and party with the planets. 
Just when you think you've seen it all, just 
look around the next comer some- 
thing funnier and more off-the-wall than 
ever welcomes you. Straight from 
Douglas Adams, creator of the Hitchhiker 
novels and worid, this one rates a 10+ on 
the hilarity scale. $39.95 

Hollywood Hllinx 

Uncle Buddy, your dearest, richest, most 
eccentrrc movie-making relative, has 
gone to that big producer's chair in the 
sky. He's left EVERYTHING to you. . . if 
you can beat his little game of hide and 
seek. Ten outrageous treasures are 
stashed on the grounds of Unde Buddy's 
lavish estate. Find them and you're set 
for life. Even if your search is fruitless, 
there are plenty of laughs along the way. 
$39.95 



Leather Goddesses of Phobos 

You've been stolen from Earth by some 
devilishly naughty Martians who plan to 
force all humans into slavery. To have 
any chance at defeating the deyious 
Leather Goddesses, you've got to comb 
the galaxy for all the necessary materials. 
Along the way, expect things to get a little 
risque and cleveriy funny. Be ready to 
sacrifice your scruples for the good of all 
mankind. This naughty but nk» text 
adventure pleases all with varying levels 
of lewdness and modes for both guys and 
gals. $39.95 

The Lurking Horror 

True Stephen King tale of tenor puts you 
at GUE Tech College, rumored to house 
the most horrifying nightmares in its 
rotting cellars. An eerie force draws you 
downward to the pits of your imagination 
to confront the hon-or lurking below. 
$39.95 

MQQnmlgt 

Who ya gonna call?! In this haunted 
mystery-adventure you've been called in 
as head Ghostbuster. A friend of yours 
claims she's being chased around a 
rickety castle by the ghastly "White Lady." 

Watch it, though that Lady Is definitely 

no lady. Along the way, you'll encounter 
other spirits, spiritedly strange characters 
and, if you're lucky, hidden treasures. 
$39.95 

Nord and Bert Couldn't Make Head or 

Tall 9t It 

Its a challenge of wits that makes Nord 
and Bert a winner. You'll go batty trying 
to come up with klioms, homonyms and 
other conundaims, that'll have you 
tongue-tied as you go through each one 
of these light-hearted short stories. 
$39.95 

Your crash landing on a mysterious 
planet leaves you with more problems 
and questions than you ever bargained 
for. Not only are you stuck here, away 
from your post in the Stellar Patrol, but 
you also have landed on a sort of galactk) 
ghost town. Desolation reigns on this 
strange planet and you've got to find out 
why. Floyd, your impish robot sidekick, 
has some answers, but reviving this 
planet is totally up to you. $39.95 

PlMn^?r?tf H?pil? 

Buming romance and the thrilling danger 
of a 1 7th century sea voyage on a 
schooner captained by a man for whom 
your heart yearns. Suspense and 
surprise luri» just beyond each ocean 
wave. $39.95 

SlalImM 

Thrilling sequel to Planetfall assigns you 
to retreive a supply of fonns from a 
nearby planet — a cakewalk for you, 
right? Wait until you discover the secrets 
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hiding on this planet during your sus- 
penseful journey. $39.95 

SuSAfiCi 

A costume party can be a grand old 

time as long as you're not a murder 

suspecti Unfortunately on this night, fun 
is out of the question. A murder has 
taken place and, for some bizarre reason, 
everybody's calling you the killer. As a 
newspaper reporter, you know how to dig 
for the facts. This time you're digging to 
save your own skin. It won't be easy; a 
murderer can wear many masks. $39.95 

Trinity 

Atomic destruction is seconds away. Life 
as we know it ends here. But what about 
life we know nothing about? A entire 
universe, with all its power and fascina- 
tion, awaits. There are many puzzles to 
solve, but each step fonvard helps you 
hamass the amazing power of this grand 
universe. You may become powerful 
enough to alter time and history. . . and 
avoid the destruction only you know lurks 
ahead. $39.95 

Wl?hi?rlnq?f 

As a postal derk, you take pride in your 
"deliver anywhere, anytime, no matter 
what happens" record. No job is too 
tough. So, when you're asked to take a 
strange package to an even stranger part 
of town, you have no qualms whatsoever. 
. . until you get there. You wind up 
tangling with trolls, wrestling with puzzles 
and putting it all on the line for a kidnap- 
ped cat. Your one advantage ^the 

magical Wishbringer stone. $39.95 

The WltnM8 

Your town is usually nice and quiet. . . 
usually. As Chief Detective, your 
wort^load is minimal, until your town's 
leading lady mysteriously tums up dead. 
There's a killer out there somewhere and 
now it's time for you to earn your pay. 
Investigation uncovers a town that's not 
so nice anymore. You've got to nab the 
murderer before you become victim 
number two! $39.95 

The Zork Triloyy 

Thil classic text adventure series pulls 
you into the Great Underground Empire in 
search of the unsurpassed treasures of 
Zoric. All three $69.95 

• Zork I: The Great Underground 
Empire You drop into this fantasy worid 
where unusual creatures and cleveriy 
contoured puzzles stand between you 
and those Zorkian valuables. $39.95 

• Zork II: The Wizard of Frobozz 

The challenge intensifies. The Wizard, 
master of spells, guards a hidden region 
of the Underground worid. There's plenty 
to explore in his world, including an 
amazing maze and a garden-romping 
unicorn. $44.95 



• Zork III: The Dungeon Master 

If you manage to squeeze by the 
diabolical wizard, the Dungeon Master 
awaits with the ultimate challenge. 
You've wandered into the dari<est, most 
dangerous comer of the Underground. 
The Dungeon Master lured you to this 
spot and there's no way he's going to let 
you off easy. Your only way out is to find 
why have been brought here and what 
you must do to get out. Easier said than 
done. $44.95 

B?Y9ntf ZQrK 

The classic role playing series returns! 
Do you have the mettle to rescue lost 
wizards, slay the most vicious monsters 
and unravel the mystery of all these 
ominous events? If you think you're 
capable, grab a map and explore this 
Zori^ian landscape. $39.95 

Infocom, Inc. 

125 Cambridge Paric Drive 

Cambridge, MA 02140 

617-492-6000 



INSIGHT/LEHNER 

COMMUNICATIONS 

The Financial Time Machine 
Take a trip back in time in the name of 
solid investment Test the financial 
waters in any administration from 1930 to 
1984. Could your investments have 
survived the Great Depression? Would 
you have been sharp enough to scoop up 
original shares of Ford Motors stock? 
Worid wars, shifts in GNP and other 
events of the time period all influence the 
health of your pocketbook. $39.95 

Insight/Lehner Communications, Inc. 
Westmoreland Building 
SkokieJL 60077 
312-432-5458 



ISM Inc. 

The Swrqwn 

Tension-forced sweat lines your knit 
brow. Scalpel in steady hand you eye a 
spot for that crucial first cut. This isn't just 
a game we're talking about here. We're 
talking about an aortic aneurysm. We're 
talking about a patient's life in the palm of 
your sweaty hand. Life or death. This 
simulation puts you in the pressure- 
packed shoes of a surgeon at work. All 
the dedsions are yours. Don't take your 
responsibility lightiy or you could end up 
with a cold body on the operating table. 
$60.00 

ISM, Inc. 
PO Box 247 
Phoenix, MD 21131 
301-666-2672 



JAGWARE 

Allen Fire? 

If you've ever dreamed of having ultimate 
power, here's your chance. You're titie is 
Time Lord and, quite frankly, you control 
the fate of the universe. The universe 
can be a pretty unstable place and 
maintaining balance can be near 

impossible. Your job you guessed 

It keep the universe in balance. The 

year is 2199 and chaos and destmction 
wait for tfie moment when your guard is 
down. Available Soon 

Jagware, Inc. 
288-2 Montreal Road 
Ottawa, Canada K1L 6B9 
613-744-7746 



LANCE HAFFNER GAMES 

Basketball! The Pm Q«n^y 

You take the helm of your favorite NBA 
team (many to choose from, past and 
present). Coach the likes of Lany Bird 
and Magic Johnson through tfieir MVP 
seasons. This text simulation comes 
straight from actual NBA statistics. Can 
you re-guide tfie '86 Celtics to a champi- 
onship they've already won under tfie 
delicate leadership of K. C. Jones? 
Remember, all tfie stats are real- — only 
your coaching decisions can change 
tilings. $39.99 



Final Four Collefle Baftlrftth»n 
Here's your chance to coach your alma 
mater to college hoop's prestigious Final 
Four. Don't get your hopes up too high, 
tiiough. If your team finished witii a 
record of 0-25, iril show. This hoop 
simulation uses all actual players and 
statistics from recent and past seasons. 
Witfi tfie right combination of real stats 
and opportune coaching, you could end 
up cutting down tfie vk^tory nets! $39.99 

3 In 1 College and Pm Pftnthnll 

If you're a stat freak, your fondest dream 
has come true. Take your place along 
tfie sidelines as head coach of almost any 
pro or college team, past or present 
Grab Joe Patemo's spot at Penn State or 
Tom Landry's niche in Dallas. You've got 
all tfie real players with alt tfieir actual 
stats. Now you can find out if good 
coaching really makes a difference. 
$39.99 



MARK OF THE UNICORN 

Hex 

Bring your best strategic insights with you 
as you cross over into an imaginative 
graphic fantasy worid. $39.95 
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Mark of the Unicom 
222 Third St. 
Cambridge, MA 02142 
617-576-2760 



MEGATRONICS 

Tflilclnn Trivia 

Are you the local trivia king? Well, here 
are 2000 teasers to challenge your 
knowledge old and new. Add your own 
questions if you want to stump your 
friends. $19.95 

Megatronics inc. 

55 N. Main 

Logan, UT 84321 

800-232-6342 or in Utah 800-752-2642 



MERIDIAN SOFTWARE 

naypi^ftGalllerv 1.11. Ill 

Three disks chock full of classte games. 
Have some old fashioned fun with games 
like Tic Tac Toe, Hangman and Baseball. 
Fifteen of those games we never seem to 
get bored with on each separately sold 
disk. $29.95 per disk 

Meridian Software 

PO Box 890408 

Houston, TX 713-488-1244 



MICROILLUSIONS 

f mm/ Tale Adventure 

The demons of the undenvorid are 
wreaking havoc throughout the land of 
Holm and have stolen the sacred 
Talisman of your home village. Only 
three young brothers have a chance at 
saving the countryside. Scour literally 
acres of land in search of answers to the 
gruesome reality that confronts you. 
Battle dragons, ogres, skeletons, and 
much more in your quest to destroy the 
malign Necromancer, the root of all evil. 
All done in spectacular scrolling graphics. 
$49.95 

Land of Lggffldg 

You're skulking around musty dungeons 
that just reek of danger. Keep your eyes 
peeled for secret passageways, stairs to 
other dungeon levels and teleporting 
devkses. Be ready for rude meetings with 
frighteningly unfriendly beasts. If you 
need a break from your muriiy explora- 
tion, head into town and check out the 
shops and taverns. You can also design 
your own dungeon with your own traps, 
twists and tums. Soon to come is a 
Dungeon Construction Set which will 
allow you to dream up your own mon- 
sters, mazes, magic and more. Available 
Soon 



Qne-Qn-Qnf> Serlea ■ Turbo. Fire Power 
f Galactic Invasion 
Three classic challenges - auto racing, 
tank battle and alien attack - are the first 
entries in this fast-paced, arcade style 
series. All three promise digitized sound/ 
music and realistic graphics at a 
reasonable price. Available Soon 

Microiiiusions 

120 Lal^front Drive 

Hunt Valiey, MD 21030 

301-771-1151 



MILES COMPUTING 

QMln<?Mg 

Strate^ is the key here in a game with a 
simple dDject that'll drive you batty. Line 
up five of your own stones or capture five 
pairs of your opponent's gems. Sounds 
easy enough, but the strategy decisions 
are endless and you'll soon find yourself 
engrossed in the puzzle of dealing with 
simplteity and complexity at the same 
time. $44.95 

Miles Computing, Inc. 
Entertainment Software Division 
7741 Alabama Ave., Suite #2 
Canoga Parl<, CA 91304 
818-341-1411 



MINDSCAPE 

palancQ off Power 

Do you think you could change the ways 
of the worid if you were President of the 
United States? How 'bout head of the 
Soviet Union? Well, this political strategy 
game lets you step into the highly 
influential shoes of either Reagan or 
Gorbachev. Establish intematk>nal 
policies and watch the worid react. If 
you've ever criticized the handling of 
international politbs, here's your chance 
to strut your own diplomatic stuff I $49.95 

Brataccas 

You've come up with a fomiula to create 
the ultimate being. Sounds great, right? 
Wrong. Everyone from the highest 
govemment official to the lowest 
undenvorid scum is after you and your 
amazing discovery. Your only escape is 
to the asteroid Brataccas, but first you've 
got sixty hungry enemies to fight off and 
one conupt govemment to exposel 
$49.95 

Defender of the Crown 
(By Master Designer) 

Toss all those futuristic space games 
aside. Get ready for a graphic throwback 
to Medieval days of yore when men were 
men and chivalry was the order of the 
day. Mount your faithful pony and 
prepare for the joust. Protect your 
dominion and be ever ready to go out 



plundering. The Medieval mindset leaves 
no room for the weak or less than stout 
hearted. $49.95 

Dela Vu (By Icom Simulations) 

Hollywood. The 1940's. Something's 
going down, a mystery. Now is your 
chance to play Dick Tracy. Stalk the 
streets under those hazy Hollywood 
lights. Ask a few questions, poke around 
a little. But watch your back, nobody likes 
a troublemaker. This spine-tingler will 
keep you on your toes. If you don't stay a 
step ahead, you could end up flat on your 
back, $49.95 

The Hallev Prolect 
(By Tom Snyder Productions) 

Got the talents to be a superpilot in top 
secret exploration? Well, this series of 
missions and tests will tell if you're a 
navigator of the stars in this authentic 
solar system simulation. $44.95 

Kln^ of Chicago (By Master Designer) 
Try to wrench control of the Windy City 
from the reigns of Al Capone and his 
cohorts. He didn't become the King of 
Chicago by sponsoring the Welcome 
Wagon and buying Giri Scout cookies. It 
takes all the vblence, corruption and ck>ut 
you can muster to make it to the top. 
$49.95 

Racter (By Inrac Corp.) 

Learn the art of fine conversation or 
double-talk. Start a conversation on any 
conceivable topic. This superiative 
conversationalist will talk you into the 
little-known realm of artificial insanity. 
$44.95 

SDi (By Master Designer) 

The Soviets have lobbed their first 
nuclear missiles over the horizon. You've 
got to go to wori( on ttie defensive. Can 
you knock the missiles out of the sky ? 
Further attacks may force you into your 
ship to do battle with uncoming Soviet jets 
or to repair damaged satellites. All the 
while, you're in love with a Russian giri 
heki hostage by the KGBI Can you save 
her AND ybur country? $49.95 

Shadowaate (By Icom Simulations) 

You don't want to go in there. . . but you 
have to. The guy you're after, the 
Wariock Lord, is in there waiting for you. 
He's a dastardly wizard who'll use his 
magical powers to his evilest advantage. 
Once you enter the castle Shadowgate, 
you must survive its hkiden perils, in 
SKJditidn to the deadly titan sprung on you 
by the wizard. Believe me, you don't 
want to go in therel $49.95 

SInbad and the Throne of the Falcon 
(By Master Designer) 

Danger and intrigue welcome you and 
your trusty sk)op to the high seas. A 
beautiful princess desperately needs your 
help. You can't deny her. but your 
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perilous task may lead you to a bloody, 
watery grave. You'll bump into plenty of 

interesting people along the way 

genies, fortune-tellers, seductresses — - 
all of whom can help you if you're a 
smooth enough talker. If you say the 
wrong thing or make a wrong move, be 
ready to battle with someone or some- 
thing that could end your quest. . . and 
your life. $49.95 

Uninvited (By Icom Simulations) 

The door screams on rust-wrapped 
hinges. You step inside and all is quiet 
now, except for your knocking knees. A 
rickety old mansion can be a pretty eerie 
place, especially if its only inhabitants are 
evil demons. Your journey through this 
god awful place may just scare you to 
deathi $49.95 

Mindscape, Inc. 
3444 Dundee Road 
NorthbrookJL 60062 
312-480-7667 



OTHER VALLEY SOFTWARE 

Monkey Busineaa 

This Donkey Kong done unites the famed 
arcade game and the IRS! You're the 
IRS collector chasing down notorious 
deadbeat. Mr. Big. In your path are 
tumbling trashcans, foaming attack dogs 
and one enormous bodyguard. Tax 
collection is a thankless job, but 
somebody's got to do it. $24.95 

The Other Valley Software 
8540 Archibald, Suite A 
Rancho Cucamonga, CA 91730 
(714)980-0440 



PENGUIN SOFTWARE/POLARWARE 

The CQveted Mirror 
Insidious King Voar has stolen control of 
your peaceful village. Overthrow is a 
very, very outside possibility. Voar has 
neariy insurmountable powers, with only 

one thing holding him back ^the fifth 

and final fragment of a magioal min'or. If 
you can find the missing piece, you've got 
a fighting chance. $29.95 

Crlm?9n Qr9wn 

As much as you don't want to, you've got 
to go back to the hair-raising kingdom of 
Transylvania. You may have done a fine 
job saving a princess in the first game of 
this series (Transylvania), but your new 
task will make your eariier rescue look 
like a picnic. Grab your cross and 
wooden stake. In this interactive novel, 
you've got to do away with an evil 
Vampire. $29.95 



g9-T9P9g 

A pod of transfusion waste (a mix far 
deadlier than nuclear waste) stored in the 
harmlessness of space has exploded and 
is headed straight towards the sun. Earth 
faces obliteration, unless you can deliver 
the chemical seeds that might. If you're 
lucky, counteract the waste. Things get 
even bleaker in this graphic interactive 

novel on the way to your task of a 

lifetime, you're kidnapped by aliens and 
you must escape before it's too late, for 
you and your planet. $29.95 

TrangylYflnla 

Get ready to be scared out of your wits! 
Before the sun comes up, you must 
rescue Princess Sabrina from the evils of 
Transylvania. Your nocturnal mission in 
this graphic interactive novel leaves you 
stalking the streets of nighttime's eeriest, 
most perilous hamlet. $29.95 

Polan/ifare, Inc. 

521 Hamilton, P.O. Box 31 1 

Geneva, IL 60134 

(312)232-1984 



SILVER SOFTWARE 

Bowling 

Ten pin comes to the Amiga Automatk; 
score keeping keeps you rolling right 
along. Take your shot at that elusive 300! 
$19.95 

Silver Software 
77 Mead Street 
Bridgeport, CT 06610 
201-366-7775 



SOFTWARE TERMINAL 

T9l9gf>m9ft 

You're itchiri' for a challenging game of 
Chess, Checkers or Backgammon 
against your best friend and most worthy 
opponent. Too bad you live in Boston 
and he lives in Los Angeles. Telegames 
lets you satisfy your urge without hopping 
a plane. Play your game over the phone 
using your Amiga and a modem! $34.95 

Software Tenninal 

3014 Aha Mere 

Fort Worth, TX 76116 817-244-4150 

or by modem 81 7-244-4 151 



STRATEGIC SIMULATIONS, INC. 
Kflmpfgrwppff 

The time: 1941-45. The scene: the 
infamously frosty Russian front. It's WWII 
tactical combat for victory, as well as 
survival, in the freezing polar climate in 



CROSS 

ASSEMBLERS 

for the Amiga 

8085 $39.95 

6502 $39.95 

6809 $49.95 

All three for $124.95 

• Optimized for EPROM development 

• Standard mnemonics 

• Hex, binary, list and error files 

Send check or money order to: 

RockLogic 

P.O. Box 22 
Slippery Rock, PA 16057 

(PA residents add 6% sales tax) 
this map onented strategy battle. $59.95 

Road War 2000 

The year is 2000. The US is in distress 
and doomed to be destroyed. In this 
Amiga sd fi version of Mad Max, it's all on 
your shoulders. You must seek out eight 
missing scientists who hold the key to 
salvaging the United States — whats left 
of it. $39.95 

Strategic Simulations, Inc. 
1046 North Rendstroff Avenue 
Mountain View, CA 94043 
415-964-1353 



SUBLOGIC 

Flight Simulator II 

Make yourself at home in the pilot's seat 
of a Cessna 182 or a full-length Lear jet! 
Practice takeoffs, landings and airbome 
acrobatics. 3-D graphics make it tough 
for you to keep your eyes on the sky in 
front of you. Different viewpoints and 
variable weather conditions complicate 
your flight. Once you've become adept in 
tfie air, put your skills to use in a WW II 
battie game. Additional scenery disks are 
also available. $49.95 

subLOGIC Corporation 
713 Edgebrook Dr. 
Champaign, IL 61820 
(217)359-8482 



The above information is a collection of 
the games currently available on the 
Commodore-Amiga^. Although every 
effort has been made to make this 
collection complete, new programs are 
arriving daily as well as the continued 
surprise of older releases just coming to 
our attention. If we have neglected your 
favorite program, write us. 
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Volume 1 Number 1 Premiere February 1966 

Super Spheres By Kely Kauffman An ABasic Graphics prog. 
Date Virus By J Fouet A disease may attack your Amiga! 
EZ-Term by Kely Kauffman An ABasic Termini program 
Miga Mania by P. Kivolowltz Progamming f xes & mouse care 
Inside CU by G. Musser a guided insist into the AmigaDos™ 
CU Summary by G. Musser Jr. A Bst of CU commands 
AffligaFbrum by B. lojbidn Visit CompuServe's Amiga SiG 
Commodore Amiga Development ftogram by D. Hidts 
Amiga Products A lisfng of present and expected products 

Volume 1 Number 2 March 1886 

Elecfronic Arts Comes Through A lock software from EA 
Inside CU: pert two G. Musser George investigates CU & ED 
A Summary of ED Commands 
Uve! by Rich Miner A review of ttie Beta versk>n of the Uvelf 
Online and the CTS Fabite 2424 ADH Modem review by J. f^bust 
Superterm V 1.0 By K. Kaufftnan A term. prog, in Amiga Bask: 
A Workbench "More" Program by RkkWirch 
S numbers 



Vdionel Number 3 April 1966 

Analynl a review by Ernest Viverios 

Reviews of Ractar, Barataccas and Ifindshadow 

FdrthI The first of our on going tutorial 

Deluxe Drawn byR.Wirch An Amiga Basic art program 

Amiga Basic. A be^nners Utoriai 

Inside CU: part 3 by Geage Musser George gives us PIPE 

Volume 1 Number 4 May 1886 

SkyFox and Ardcfox Reviewed 
Build your own 5 1M Drive Connector By Ernest Viveiros 
Amiga Basic Tips by Rk:h Wirch 
Scrimper Part One by P. Kivdowitz prog to print Amiga saeen 
Microsoft CD ROM Conference by Jim CKeane 
S Numbers 



Volume iNimber 5 1886 

The HSI to RGB Conversion Tool 

by S. Pietrowkz Color maiipulatkm in BASIC 
AmigaNotes by Rk:k Rae The Irst of the Amiga musk: columns 
SIdectfAHrst Look by John Fbust A first "under the hood* k>ok 
John Foust Talks with R. J. Meal at COMDEXn< 
How does Sidecar affect the Transformer 

an interview with Douglas Wyman of Simile 
The Commodore Uyoffs by J. Foust A k>ok Commodae 'cuts' 
Scrimper Part Two by Perry Kivdowitz 
Marauder reviewed by fM Wirch 
Building Tools by Daniel Kary 

Volume 1 Number 6 1886 

Temple of Apshai Triology revlewd by Stephen Pietowricz 
The HaOey ftojed: A Iffission in our Solar System 

reviewed by Stephen Pielrowicz 
Row: reviewed by Erv Bobo 
Textcraft Rus a Rrst l^ok by Joe Lowery 
How to start your own Amiga User Group by WiBiam Simpson 
Amiga User Groups 

Mailing Ust by Kely Kauffman a bask: mal list program 
Pointer IrnsQB Editor by Stsphen Pietowicz 
Scrimper: part three by Perry Kivotowitz 
Fun With the Amiga Disk Controller by Thorn Sterling 
Optimize Your AmigaBaiic Programs for Speed by Retrowicz 

Volume 1 Number 7 1886 

Aegis Draw: CAD comes to the Amiga by Kelly Adams 
Try30 by Jhi Meadows an introduction to 3D graphics 
Aegis Imiiies/ Animator: a review by Erv Bobo 
Deluxe Video Construction Set reviewed by Joe Lowery 
Wbidow requesters In Amiga Basic by Steve Mkiiel 
ROT byCdinRenchaSDgrapNcseditor 
ICWhatlThink" Ren Peterson wih a few CgrapNc programs 
Your Menu SIrl by B Catley programming menues Amiga Basic 
IFF Brush to AmigaBasie 'BOB* Basic editor by M Swinger 
Unking C Programs wiii Assembler Routines on the Amiga 
byGersridHui 

Volume 1 Number 8 1886 
The tJniversity Amiga 
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Disk-2-Disk 

A Commodore 64/128 to AmigaDOS file transfer utility 

reviewed by Matthew Leeds 



I am a diehard Commodore computer user. My first computer 
was a Commodore 64, given to me by my father-in-law, who 
correctly recognized the beast as an incredible time-eater. I 
was thrust out into the world with no assistance, no monitor, 
no disk drive, no experience at all. I started by typing the 
BASIC examples from the user's manual (none of which had 
been debugged by the authors) using our TV, much to my 
wife's displeasure. Since I had no mass storage, at the 
evening's end all my work went wherever coherent masses of 
electrons go when you turn the power off. 

Within a short time I had purchased a disk drive, monitor, 
printer, and a small fortune in obscure peripherals. I joined a 
user group to be around people who shared my addiction. It 
took about a year to get completely hooked. I realized I had 
reached the point of no return when I began to look for ways 
to earn a living using my computer so that I could spend more 
time using it. A short time later a budding career as a high- 
tech journalist began. 

I own an Amiga now, and use it just about every day, but I've 
still got a large number of Commodore 64 format disks 
around. Most of them contain my writing work from the first 
couple of years. (Yes, I earned a living writing on a Commo- 
dore 64; no, I don't recommend it). I had always intended to 
transfer all of my C64 files to AmigaDOS, but somehow I had 
never gotten around to it. The thought of having to convert 
every file to sequential ASCII and then using a null modem to 
connect the two computers somehow seemed less appealing 
than everything else on my 'lo do" list. 

This is one case where putting off until tomorrow has paid off. 
Central Coast Software has created Disk-2-Disk, a Commo- 
dore 64/128 to AmigaDOS file transfer utility. They also 
created Dos-2-Dos, an MS-DOS to AmigaDOS conversion 
program. 

Will wonders never cease, the thing works I I'll be honest, I've 
been using computers for about four years now, and I don't 
really understand how they work. Anyway, the idea of putting 
a disk created with five-year-old technology into my state-of- 
the-art Amiga and getting something intelligible out seems just 
short of magic. If you think this is just the rambling of a 
deranged mind, you don't know much about the Commodore 
64. 



The Commodore 64 is an odd beast. Commodore has sold 
over 6 million of them, but it's not a real computer. (That's a 
joke folks, just literary license). It doesn't have an operating 
system, just a crippled BASIC in ROM. The disk drive is so 
slow you could take a coffee break while loading an applica- 
tion. Programmers have been inventing new ways to create 
and store data on the thing since day one. 

Creating a program to read the data structure the drive uses, 
given all the variable file types would daunt anyone. There 
are sequential file formats of both PET ASCII and standard 
ASCII, in any of three types. PET ASCII is Commodore's gift 
to the world of non-compatibility. The second 128 values of 
the ASCII character code were used to create screen graph- 
ics on the C64, and you never know just how a programmer 
might have used them. Beyond two types of ASCII, there are 
permutations of upper and lower case, upper and graphtes 
case and PET ASCII formats to deal with. 

Wait, there's more. Some programmers decided to forgo the 
entire question of sequential file format entirely and stored 
text as a program file. You see, you can just store the screen 
code data from an application directly from video memory 
without converting it to ASCII of any type. And to make things 
worse, every programmer created their own formatting codes. 

All this leaves out the questions of using relative or random 
files, user files, or other obscure inventions left (hopefully) 
behind in the eight-bit world of the early 80s. If you've owned 
a Commodore 64 you know what I'm talking about, otherwise 
count your blessings. 

Disk-2-Disk reads every Commodore 64 or 128 word proces- 
sor format I've tried to date. Paperclip, Visawrite, Pocket 
Writer, Speedscript, EasyWriter, Superscript, you name it. It 
supports wild card conversions, handles duplicate file name 
cases elegantly with query/replace options, TYPEs files to 
screen to check conversion, renames and deletes files, and 
will even perform a limited C64/128 format. It will also scan 
Commodore 64/128 BASIC files, flagging differences between 
AmigaBASIC and Commodore BASIC. 
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Disk-2-Disk runs from both Workbench and CLI. Although it 
does not use pull down menus, almost all operations can be 
accessed using the mouse. It fully supports multi-tasking on 
the Amiga, but it does lock out interrupts during access to the 
5 1/4 inch drive. This may affect some programs that do riot 
like interrupts bcked out for several seconds at a time. You 
should also avoid using any other task that will try to access 
the 5 1/4 inch drive while using Disk-2-Disk because it tries to 
lock out the trackdisk.device driver. 

There are a few caveats to remember. Disk-2-Disk will not 
fully format a blank 5 1/4 disk to C64/1 28 format. Only the 
tracks on the inside half of the circumference will be format- 
ted (tracks 18-35 and 53-70). I would recommend using Disk- 
2-Disk mostly for moving files from the 064/128 to AmigaDOS 
format and not the reverse, although it will do this. You will 
not be able to transfer random files, and relative files may not 
completely transfer because side sectors are not read. 
Although Disk-2-bisk will validate the BAM on a P64/128 disk, 

1 don't suggest doing this or using the Oheck Disk utility as it 
will take even bnger than on a 1541 disk drive. 

The BASDIF utility supplied with Disk-2-Disk will make it 
easier to convert Commodore BASIO (either 2.0 or 7.0) files 
to AmigaBASIO. It will not handle the conversions for you. 
What it does do is f laig any BASIO keywords that may have 
different functions in AmigaBASIO. It also inserts spaces 
between Oommodore BASIO keywords and any operands, as 
required by AmigaBASIO. When it finds a statement that may 
cause a problem it flags it with a REM*** prefix. It then takes 
the final file, saves it as a standard AmigaBASIO file, com- 
plete with icon. 

For those of you with Oommodore 64/128 format disks and no 
Amiga 5 1/4 inch drive, Oentral Ooast Software offers a disk 
oonverston service. They will convert 5 1/4 inch Oommodore 
64/128 format disk to an AmigaDOS disk for $6.50 per disk. 
This fee includes a 3 1/2 inch disk. There is a $15 service 
charge per order. If you order a copy of Disk-2-Disk at the 
same time the service charge is waived. This conversbn 
service only moves an image file from 5 1/4 inch format to 3 1/ 

2 inch format, it does not perform any conversion. You will 
still need Disk-2-Disk to handle the conversbn to AmigaDOS. 

Disk-2-Disk may make the purchase decision a little easier for 
those of you who own a 064/128 and are eyeing an A500 with 
lust. Although it's not a 064 emulator, and it wont let you 
convert every 064/128 data type in the known universe, it 
does go a bng way towards solving the question of what to do 



with your current library of data. 
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The ColorFonts Standard 

Based on Commodore-Amiga and Inter/ Active Softworl<s documentation 

by Jolin Foust 



The character fonts in most Amiga programs are only one 
color. However, a new standard for color fonts allows 
characters to be composed of up to 32 colors of dots, called 
CotorFonts. This is a technical description of the implementa- 
tion of color fonts. 

ColorFonts are supported using a structure similar to the 
TextFont structure used in current Amiga programs. The 
ExtendedTextFont structure was developed by Inter/Active 
Softworks in cooperation with Commodore-Amiga, wjth 
assistance from from Bob "Kodiak" Burns. It is a logical way 
to extend the TextFont structure to multiple bitplanes, while 
retaining compatibility with current software. The Ex- 
tendedTextFont structure allows a program to use up to thirty- 
two colors in a normal working environment. 

Inter/Active Softworks is working to make ExtendedText easy 
to use in the Amiga. Their Calligrapher font editor program 
creates ExtendedTextFont fonts. They have also written a 
program called ColorText that allows existing programs to use 
ColorFonts. It redirects calls to the Text() function in a way 
that color fonts are nearly transparent to the calling program. 

A normal font in the Amiga is described by a TextFont 
structure. The ExtendedTextFont structure contains a 
TextFont structure, and is described as follows: 

struct ExtendedTextFont ° ( 

/* TextFont structure from '^Amiga ROM */ 
/* Kemal Manual, Vol. 2, p. D-41 */ 
struct TextFont ctf_TF; 

/* ExtendedTextFont preferences and flags */ 
USHORT ctf_Flags; 



/* Number of Bit Planes 
UBYTE ctf_Depth; 



*/ 



/* Color that is remapped to FgPen */ . 
UBYTE ctf_FgColor; 

/* Lowest Color in ExtendedTextFont */ 
UBYTE ctf_Low; 

/* Highest Color in ExtendedTextFont */ 
UBYTE ctf__High; 

/* PlanePick as described by Images */ 
UBYTE ctf__PlanePick; 
/* PlaneOnOff as described by Images */ 
UBYTE ctf__PlaneOnOff; 

/* Pointer to ColorMap for font, fran **Amiga */ 
/* Rom Kemal Manual, Vol. 2, p. D-42 */ 
APTR ctfjColorMap; 

/* Pointers to BitPlane Data */ 
APTR ctf CharData [8]; 



The elements of the ExtendedTextFont structure can be 
described as follows: The struct TextFont ctf JTF contains all 
the basic information about the font. The tf_CharData pointer 
in ctf JTF should point to the first plane of CharData in the 
ExtendedTextFont. By doing this, the system will be able to 
handle the font if the Text routines have not been modified to 
handle ExtendedText. 

USHORT ctf_Flags contains information about the flags and 
preferences in the ExtendedTextFont structure. Three flags 
are currently supported: 

/* ExtendedTextFont (Contains Color) */ 

CTF_COLORFONT 0x0001; 

/* ExtendedTextFont (Contains grey scale) */ 

CTF_GREYFONT 0x0002; 

/* Normal TextFont (Should not be needed) */ 

CTF__NORMALFONT 0x8000; 

UBYTE ctf_Depth contains the number of BitPlanes in the 
ExtendedTextFont structure. No ExtendedTextFont should 
ever contain 1 BitPlane of information because such a font 
can be more easily described by a TextFont structure. 

UBYTE ctf.FgColor contains the color that will be dynami- 
cally remapped during output by changing ctf_FgColor to 
RastPort->FgPen. This variable albws CobrFonts to contain 
color outlines, shadows, etc., while also containing a predomi- 
nant color that can be changed by the user in any given 
program through the standard user palette interface. If the 
font does not have a predominant color, set ctf_FgColor equal 
to OxFF. 

Example: Given a ExtendedTextFont that has a blue and red 
outline and a white center, the person designing the font can 
set ctf_FgColor equal to white. When the font is used in 
DPaint, for example, the white will be changed to whatever 
the cun^ent foreground color is set to. 

UBYTE ctf_Low and ctf_Hlgh contain the lowest and highest 
color values in the ExtendedTextFont. (Example: 4 BitPlanes 
can have sixteen cotors, but the font may use only nine of 
those colors. Thus LowsO and High»8.) The most important 
use of these colors is for defining the boundaries of a grey 
scale font. If the font uses less than the total number of cobrs 
allowed, but needs white as the bwest and Black as the 
highest level of grey, then the boundaries would have to be 
defined in order for the font to be rendered correctly. Default 
of these values should be the bwest and the highest values 
for a given number of BitPlanes. 

oontinudd... 
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UBYTE ctf_PlanePlck and ctf_PlaneOnOff contain informa- 
tion for saving space in memory for some types of Ex- 
tendedTextFont structures. ctf_PlanePick contains informa- 
tion alx>ut where eacli plane of data will be rendered in a 
given BitMap. ctf_PlaneOnOff contains information about 
planes that are not used to render a plane of font data. If 
ctf_PlaneOnOff contains a bit for a given plane, the plane is 
cleared. If ctf__PlaneOnOff contains a 1 bit for a given plane, 
the plane is filled. Much more information can be found in the 
Intuition Reference Manual under Images and in the ROM 
Kernal Manual under GELs. 

APTR ctf.ColorMap contains information about colors used 
by font. Size of ColorTable is determined by ctf_ColorMap- 
>Count. The ColorMap structure is the same as the structure 
found In graphics/view.h. 

APTR ctf_CharData [8] contains pointers to each of the 
BitPlanes of ColorFont data. With eight bitplanes, up to 256 



colors are supported. Since ctf_CharData is the last variable 
in the structure, the ExtendedTextFont can be expanded 
easily to handle more than eight bitplanes of data. 



How to recognize ExtendedText 

Inter/Active proposes that a bit be set aside in the TextFont 
structure in order to identify it as ExtendedText. The optimal 
place for such a bit would be in TextFont->tf__Style. The bit 
that Inter/Active is using 0x40. Thus, in order to recognize 
ExtendedText, test (TextFont->tf__Style & 0x40) for a non-zero 
result. 



#define FSB__COLORFC»IT 6 
#define FSF_COLORFONT (1«6) 



ExtendedTextFont structure as of March 1987 for The 
Qilligrapher (c) 



The Calligrapher, a package designed to produce Color 
Fonts, currently handles the ExtendedTextFont structure as 
follows: 



struct ExtendedTextFont 



{ 



/* Sets up TextFont according to default values as defined 
In Rom Kernal Manual. Allows user to adjust Baseline, 
Kerning, Spacing and other relevant information. tf_Style 
ColorFont bit is set */ 

struct TextFont ctf__TF; 

/* Set to CTF_COLORFONT */ 
USHORT ctf_Flags; 

/* Set to number of BitPlanes in ColorFont */ 
UBYTE ctf_Depth; 



/* Set by user. OxFF 
UBYTE ctf_FgColor; 



No color selected */ 



/* Set to default value of ctf_Low table */ 
UBYTE ctf_Low; 

/* Set to default value of ctf_High table */ 
UBYTE ctf_High; 

/* Set to OxFF */ 
UBYTE ctf_PlanePick; 
/* Set to 0x00 */ 
UBYTE ctf_PlaneOnOff; 

/* Set to point to font's ColorMap */ 
APTR ctf_ColorMap; 

/* Set to point to font's planes of data */ 
APTR ctf CharData [8]; 



For information on these routines contact: 



lnt6t/AcUv6 Softworkt^ 

S7PostSt.#ai1 
San Franct$co, CA 94104 

(415)956-2660 

BlX^arcade* 

uuqpi ihnp4lptsfalwelllarcade 
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AmigaNotes 

SonixP^ from Aegis Development (formerly MusiCraft) 




by Richard Rae AC Music/Sound Editor 
CIS# 76703,4253 

The Rising of the Phoenix 

After a span of time which reaches back to the introduction of 
the Amiga, the fabled MusiCraft program has finally become 
more than promises and demo versions. Like the phoenix 
which rises from its own ashes, MusiCraft has been reborn as 
Sonix from Aegis Development. Those who have seen the 
old MusiCraft .demos will immediately recognize Sonix, but 
don't be mislead: Aegis has added some very powerful 
features since the days of MusiCraft 1 .0. 

Retailing at $79.95, Sonix comes packaged in a colorful box 
containing two disks, a manual, a license agreement card, a 
registration card, and a pamphlet and registration for the 
Aegis Preferred Customer Program. The warranty period is 
90 days. 

Aegis has been building a reputation for solid software well 
produced, and Sonix is no exception. They have also been 
receiving acclaim for their trust in our honesty: Sonix is one of 
the few musb programs whteh is not copy protected. This of 
course makes Aegis especially vulnerable to casual piracy, 
and I echo their motto: spread the word, not the disk. They 
have chosen to believe in us; let's not abuse that faith. 

The Sonix manual also deserves special mention. This is a 
monster: better than 250 pages packed with information and 
examples, resulting in a booklet over a half inch thick. It is 
divided into four main sections comprising a familiarization 
with musb and musical notation, a "guided tour" introduction 
to the program, a reference section, and appendices. 

Part of the first section is done workbook fashion, with 
exercises and spaces for answers (the latter being provided in 
the appendix). All things considered, this is an excellent (if 
brief) introduction to musical notation and concepts. 

The manual is fairly well layed out and even includes an index 
(an INDEXI). With a book this thick spiral binding would have 
been nice, but I'd rather put up with a "paperback" style 
manual that tells me what I need to know and where to find it, 
than a worthless one which lays flat on the desk. 

Sonix can be booted directly from KickStart^ and it's obvious 
that Aegis put some effort into this route. The disk Icons are 
large labeled diskettes, and their little shutters even open 
when you click on them. You don't have to click them, 
though... the startup is fully automatic, and takes you through 
a beautiful color-cycled opening screen. Even if you're going 



to be running Sonix from WorkBench, boot it at least once this 
way to take a look. Since the package is not copy protected, 
you can easily install it on a hard disk or run it from Work- 
Bench, although you will have to do some assignments first. 

The program disk is jam-packed with programs and files, 
leaving only 44K free. The data disk is nearly as full, with only 
74K free. What could they put on an 880K data diskette to fill 
it up? The package has five demonstration scores ranging 
from original tunes in a Jan Hammer vein to a bit of Bach, but 
the soundsl Over one hundred "analog" and raw IFF instru- 
ments are provided, along with almost thirty more Sonix 
format sampled sounds. And some of these sounds are 
beautiful; it's almost worth buying the package just to get the 
patches and samples. Some of them, like the pipe organ, 
you've probably heard before... but most are fresh and 
original. I especially liked some of the rich synthetic patches, 
and the trumpet and vibes sampled sounds. One suggestion: 
convert IFF sounds over to Sonix format and tweek their 
envelopes right away; this can make a vast improvement in 
the quality of the sound. Try it with the vibes and you'll see 
what t mean. 

While I'm talking about all the samples on the disks, I should 
take a moment to compliment the disk requestors. Rather 
than making you wait until the disk finishes doing a directory 
(which takes quite a while with over a hundred sound files), 
you can key in a file name immediately or click on the entry 
you want as soon as it appears. This is a nice feature, and 
one I wish more Amiga software supported. 

Sonix is organized around three screens for writing scores, 
setting up the Amiga keyboard, and working with instruments. 
The desired screen is selected via a pull-down menu. 



Scoring Music 

The score screen displays a grand staff (in other words, both 
treble and bass clefs), a set of editing icons, a positioning bar, 
and gadgets for playback control. Note and rest durations 
extend from whole to sixteenth plus dotted half, quarter, and 
eighth notes. 

Sonix handles note stems and spacing so you don't have to 
fuss with alignment. When new parts are added, the existing 
parts are adjusted as necessary to make everything work out. 

continued... 
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For example, if one track containing half notes has been 
written and a second track of quarter notes is entered, the half 
notes are spaced out as needed to accomodate the new 
information. 

Sonix also places measure bars automatically, even to the 
point of splitting notes between measures and supplying the 
appropriate ties. This to me is a grand improvement over 
packages which ignore the bars, requiring you to place them 
yourself: with Sonix, the time signature really has meaning. 

Speaking of time signatures, Sonix is very flexible in this area 
too. It allows you to select from one to nine beats per 
measure and one beat per half, quarter, or eighth note. Want 
to write something in 9/2 time? Sonix will let you. 

The positioning gadget is rather versatile. You can click on 
the arrows at each end to move the score by notes, click on 
the area surrounding the slider to move by measures, hold 
down the arrows to continuously scroll, or grab the slider and 
jump to any point in the score. Each measure is numbered, 
making it fairly easy to find the desired spot. Since they went 
to the trouble of numbering the measures, though, the 
capability of entering a measure number directly would have 
been nice for distant moves. 



Sonix considers the music written in 'Iracks". and each is 
permanently assigned to an output: tracks one and four are 
the left side, two and three are the right. You place notes by 
selecting one of the four tracks as active, then selecting the 
note duration and clk:king the desired position. The other 
three tracks can be individually set to display as blue notes 
(so you can still see but distinguish them) or disappear (so as 
not to confuse the issue with extraneous notes). At any point 
a track can change instruments simply by inserting the 
"instrument" icon in the score for that track. You can use as 
many instruments in a composition as will fit In memory, but 
the Amiga can only play four notes simultaneously. 

The editing features provided by the program are fairly 
comprehensive. You can mark a block from a single note to 
the entire score in size, then cut, paste, copy, erase, play, or 
repeatedly play that block. You can also move the block up or 
down an octave or half step at a time. One significant point is 
that only the tracks with black notes are affected. This means 
that if youVe written a section of music only to find that the 
trumpet part sounds funny because it's an octaye too high, 
you can drop that instrument one octave without affecting 
anything else. 

During playback, the track selectors are still active. A track 
whose notes are black will play at full volume. Tracks 
displayed in blue are reproduced at half volume, and any 
tracks turned off completely are muted. If finer control is 
required, you can activate the Mix Down window. 

Mix Down provides eight level controls for each of the eight 
instruments across both score screens. This gives you a 
central "mixing board" from which you can fine tune the 
loudness of each track, resulting in remarkable control over 
the final product. 

Unlike other packages, building chords can be a bit involved. 
Each track may contain one and only one note at any given 
time. Suppose you have a score with trumpet, bass, piano, 
and strings. If each instrument is playing a one note line and 
you want the piano to play a seventh chord "here", you must 
insert three instrument icons for the other tracks (changing 
them all to piano), notate the chord, then insert the original 
icons to return the other tracks to their previous instruments. 
This is a far cry from a package like Muste Studio, where you 
would simply enter four notes for the piano and none for the 
other instruments at that point. 

How about MIDI? While Sonix is not a MIDI recorder, it does 
support external MIDI devices as sound sources. To assign 
one of the tracks to an external instrument, you bad and 
assign the instrument MIDIPatch. This "instrument" allows 
you to set the transmit channel, MIDI patch number, octave 
offset, key velocity, volume, pitchbend (tuning), and modula- 
tion for the MIDI instrument. 

Instead of having to dedicate one of the four Amiga tracks to a 
MIDI device, Sonix provides what they call "Mode II", which is 
a second grand staff supporting only MIDI instruments. This 
means you can have up to eight 'tracks" playing simultane- 
ously, with all playing on MIDI devices, or with the Amiga 
playing up to four of them. 
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All in all, the score screen is pretty well thought out, even to 
the extent of honoring some of tradition's finer points. When 
applying an accidental, for example, Sonix considers the key 
signature. Flat a note in the key of G and Sonix will move the 
note down one ledger line and sharp the result if necessary, 
because G is a key in one sharp (and, therefore, no flats). 



Working with Instruments 

Calling up the Instruments screen results in one of three 
displays, depending on what type of instrument is currently 
loaded. 

If the current sound is a "plain vanilla" IFF sample, this screen 
will display the sample waveform. Sonix doesn't allow you to 
modify an IFF sample in any way, but saving an IFF instru- 
ment converts it to (non-IFF) Sonix format. The sound may 
then be reloaded. 

If the active instrument is a Sonix format sampled sound, a 
screen with two groups of proportional gadgets is displayed. 
One group controls the envelope generator, which defines the 
sample's volume changes over time. This is a four segment 
design, similar to that supported by the earlier Yamaha DX 
synthesizers as well some of the Amiga audio sampling 
packages. The other group includes a slider for overall 
volume of the sound, speed and depth of vibrato, and time 
delay from the start of each note to the application of vibrato. 

If the selected sound is synthetic, the instrument design 
screen is displayed. The term "analog", although somewhat 
of a misnomer, was chosen for good reason: the instrument 
design section is very similar in concept to the old modular 
analog synthesizers. Provided are an oscillator, filter, 
amplifier, low frequency oscillator (LFO), and four segment 
envelope generator; these components can be electronically 
"patched" together in a number of ways. 

Special provisions for recreating some traditional synthesizer 
effects are also provided. For example, a Portamento control 
allows the oscillator to "glide" from one note to another. Also, 
most analog synthesizers provide at least two oscillators; 
when tuned to unison the two oscillators drift and beat against 
each other, producing a rich ensemble effect. Sonix provides 
a phase shift mechanism which can simulate two oscillators. 

A waveform display in the upper right hand corner of the 
screen is used to view the output of the oscillator. Quite a bit 
of flexibility is available here. You can begin with any of the 
traditional electronic waveforms — sine, square, triangle, 
ramp up, or ramp down — and then modify them by adding in 
higher frequency multiples of themselves. 

There has always been a bit of confusion about the concept of 
"harmonics" and "overtones", and apparently that coupled with 
some erroneous math resulted in one of the few glaring errors 
in the program and documentation. Fortunately the slip has 
absolutely no effect on the program's operation, but I want to 
clear this up before users become confused. 

There are two names for multiples of a frequency: overtones 
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and harmonics. The reference frequency is called the 
fundamental when speaking of overtones, and this term can 
also be used when speaking of harmonics. The fundamental 
is also referred to as the first harmonk:, whteh indicates that it 
is a frequency of one times the basic frequency. 

The next multiple is two times the fundamental frequency. 
This is called the first overtone, meaning the first tone over 
(above) the fundamental; it is also called the second har- 
monic. Similarly, the next frequency would be the second 
overtone or third harmonic, which is three times the funda- 
mental frequency. You can see where the confusion comes 
inl Just remember that the number of a harmonic is the ratio 
of that frequency to the fundamental tone, whereas you must 
ADD one to the overtone number to get the frequency ratio. 

Here's a chart of the first eight harmonics for A above middle 
p. 

^' continued... 



HARMONIC 
151 


OVERTONE 
Fund. 


FREQUENCY RATIO 
440 H* tsl 


2nd 
3rd 


1st 
2nd 


880 Hz 2H 
1320 Hz 3.1 


4th 
5th 
eth 

7th 
8th 


3rd 
4th 
5th 
6th 
7th 


1760 HZ 4:1 
2200 Hz 5:1 
2640 Hz 6:1 
3080 Hz 7:1 
3520 Hz 8:1 
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The manual and program properly identify the 2nd harmonic 
as being twice the frequency of the fundamental, but they 
consistently mistake the 4th harmonic for the 3rd. One 
sentence was half wrong ("... the third harmonic is four times 
the frequency of the first...") and half right ("... an octave and a 
fifth higher in pitch"); all other references completely confuse 
the two. 

In the "Wave" area of the analog screen there is a slider for 
amount, and two pushbutton gadgets: one for 2nd harmonic 
and one for 3rd harmonic. You set the slider for what 
percentage of signal you want to add, then click either button 
to add that harmonic. Just remember that the "3rd" should be 
"4th", and you'll avoid any possible confusion. (In partial 
defense of Aegis, this error originated with very early versions 
of MusiCraft.) 

This is a rather unique approach to additive synthesis. 
Instead of adding in simple sine waves, you are actually 
adding a higher frequency copy of the existing waveform to 
itself. This allows you to generate a rich spectrum with 
minimal effort. For example, if you add the 2nd harmonic to a 
sine wave, you end up with two harmonics: 1st and 2nd. Add 
the "2nd harmonic" again, and you double ALL components, 
giving you 1st, 2nd, and 4th harmonics. Do it again and you 
get 1st, 2nd, 4th, and 8th. Start with something other than a 
sine wave, and some pretty interesting tones can be gener- 
ated rather quickly. 



If that wasn't enough, Sonix also supports visual editing, 
allowing you to draw a waveform directly into the waveform 
display. This is of limited usefulness for audio, as there is 
only a minimal correlation between what a waveform looks 
like and what it sounds like, but it is fun to play with! And it 
does have some practical applications. For example, if you 
have created a waveform with a near-perfect sound but just 
need some "sharpness" to make the filter growl, you can draw 
in a small "spike" or two. This will add extremely high order 
harmonics without changing the underlying timbre. 

The waveform display is also used to set the waveform for the 
LFO. This oscillator is used as a modulation source, and can 
control the amplifier (for Amplitude Modulation or Tremolo), 
audio oscillator (for Frequency Modulation or Vibrato), or filter 
(for Timbre Modulation or "Wah-Wah") in any combination. 
Sonix effectively gives you one LFO for each note, resulting in 
a very rich ensemble effect. In addition, the LFO can be set 
to cycle just once each time a note is sounded. Here is where 
the visual editing comes Into Its own: by drawing the appropri- 
ate contour, the LFO becomes a second envelope generator 
with wide ranging capabilities. 

The filter is a low-pass type with what sounds like a moderate 
amount of corner peaking. This results in a subtle "wah" 
effect when the filter is swept across a rich waveform. The 
only thing I missed here was a control, which would have 
allowed the intensity of the "wah" to be controlled. 

So how does this approach compare to, say, the additive 
synthesis method used by Music Studio? In many respects 
full additive synthesis is more flexible, but you pay for that in 
terms of complexity. Sometimes it takes quite a bit of 
knowledge and "tweeking" to get an additive system sounding 
"just right". The Sonix approach is quick, easy, intuitive, and 
results in some very nice sounds. 



Keyboard Setup 

The flexibility of the keyboard screen surpasses anything I've 
yet seen on the Amiga. A diagram of the computer's key- 
board is drawn, with each key labeled as to the note it plays; 
below this is a diagram of a standard musical keyboard. A 
pull-down menu allows you to select the instrument which will 
be assigned to the keyboard. Within the limitations of the 
Amiga's scanning circuitry you can play up to four note chords 
in real time, or play along with a score which uses less than 
four voices. 

The flexibility comes from being able to define your own 
keyboard layout. With the exception of the numeric keypad 
and the shift, alt, and Amiga keys, every key is available for 
your use. (Caps Lock is interesting, as it plays a note as long 
as it is locked down with the light on... bagpipes, anyone?) 

You change the keyboard layout by simply clk^king on the key 
you want to assign, picking which note it will represent from 
the musical keyboard below, then clicking the key again to 
"set" the note. This allows you to do all kinds of neat tricks, 
and the manual is quick to point out several of them. One I 
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particularly enjoyed tinkering with was setting up "columns" of 
keys to play chords. For example, Q-A-Z might be set for a C 
major chord, W-S-X for a G major chord, and so on. You can 
also arrange the keys to make it easier to play along with a 
particular score, or to play a particular song. And what tops 
all this off is that your keyboard layout is saved automatically 
when you save the score it's associated with. Nice. 

Of course Sonix doesn't limit you to the Amiga's keyboard or 
internal voices. If you have a MIDI keyboard, you can play 
the MIDI instrument from the Amiga's keyboard, or the Amiga 
from the MIDI keyboard. Provisions are also made for a 
Colortone keyboard, and you can even define which will be 
your default input device. 



Nits and the Picking Thereof 

No matter how hard I tried — and believe me, I TRY when 
writing these reviews — I couldn't get Sonix to crash or do 
anything particularly flakey. This is a solid package which is a 
joy to work with. Of course that doesn't mean I didn't find 
anything to complain about. 

The waveform display doesn't work at all like the manual says 
It should. Supposedly you can make a change to a waveform, 
click the OK gadget to hear what it sounds like, then use the 
UNDO gadget if you don't like the results. In reality, the 
UNDO gadget only works before you OK the waveform: if you 
can hear your change, it's too late. Although this could be an 
error in the manual. I suspect it's a bug in the program. Since 
waveform and timbre are not intuitively related, the way it 
presently operates is fairly useless, whereas the approach 
described in the manual makes sense. Once again, this is a 
holdover from the old MusiCraft demos. 

The manual indicates that if you "SAVE AS..." a filename 
which already exists. Sonix will ask if you really want to do 
this. It would be nice if it did. but it just goes ahead and wipes 
out the previous file whether you want It to or not. 

Several things are missing from the scoring capabilities which 
prevent Sonix from being a serious "do-it-all" music package. 
There is no way to insert a tie beyond the ones Sonix pro- 
vides automatically when splitting a note across measures, so 
you can't phrase or slur notes. Playing a legato section can 
be done, but requires an instrument with a slow release time. 
Nor is there a method to accent notes or otherwise control 
loudness in the score; again, you would have to use different 
instruments to get this effect. 

There are no provisions for repeats, stacked or beamed 
notes, or triplets. The manual shows two ways triplets can be 
faked, so none of these omissions seriously affect most 
performances, but they limit the usefulness of the score 
printing capability. Another minor nit is that, in printed scores, 
the closing measure bar for each line is omitted. 

By running my nit threshold very low I can point to a few 
rough spots in the manual. It says, for example, that Pythago- 
ras "discovered there were... twelve notes" in an octave. 
Well, not exactly. There can be any number of notes in an 
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octave, and many modern researchers and composers are 
experimenting with more than twelve divisions. What Py- 
thagoras did was to develop a scale based on the fifth (the 
simplest non- octave ratio), which turned out to have twelve 
steps per octave. The twelve-tone system was (and Is) 
accepted because it is a very good compromise, but to imply 
•Ihis is the way it is" is somewhat misleading. 

Another comment which might be confusing: the manual also 
says "A MIDI instrument can only play one patch at a time..." 
This depends entirely on the MIDI instrument and its capabili- 
ties. Some, like the DX7 used in the manual's example, really 
do play just one patch at a time. But some synthesizers allow 
the keyboard to be "split", and you can use this capability to 
play two patches at once. MuWtimbral synthesizers have 
even greater possibilities: some relatively inexpensive 
synthesizers can produce eight distinctly different timbres 
simultaneously. 



In Closing 

MusiCraft, or rather Sonix, which it grew into, was worth the 
wait. It is most definitely not the do-all end-all music program; 
for me it sits squarely between '1un" programs like Instant 
Music and full-blown MIDI recorders like SoundScape Pro 
MIDI. But what it does it does extremely well. I'd give Sonix a 
hearty thumbs up for anyone needing a reasonably powerful 
MIDI capable composition program for less than $100. 

That winds it up for now... see you next month! 

Nybbles, 
Rick 
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Skinny C Programs 

Techniques to overcome some deficiencies 
of file Lattice C Compiier 



by Robert Riemersma, Jr. 



pretty common one for new Amiga programmers. The most 
depressing thing about my quest was that most people 
countered with, "Who cares, I never use Workbench anyway." 

At the end of my search, I found my window phenomenon 
documented on pages 6-3 and 6-4 of the booklet that comes 
with version 3.03 of the Lattice C package. The documenta- 
tion said nothing, however, about disabling this "feature." 
Following the lead supplied by the Lattice document, I listed 
Lattice_C:examples/_MAIN.C on the 3.03 release disk. This 

code is the C source to a function named _main() the 

culprit that opens the free console window when C programs 
are started by Workbench! 

Table 1 illustrates how Lattice's _main() becomes part of your 
program. Your program's executable object file is created in 

this form when you use a compile 

and link sequence, like the one 
The major issue addressed by my shown in Listing One. You may 

suggestions is the bloating of Thi^ irckCi nnncnl^ tA/inHr%tA/ note that 1 use Software Distillery's 

programs when "standard" ' ''^ ''^^ UUflbUlii WinOOW .BLink' over Metacomco's 'ALink', 

methods are used. Small pro- W3S mV flrSt frUStrSitiOn Wltll "^^^oh Lattice supplied with the C 

grams you keep in your toolbox ^ . xl a • compiler. I based my choice on 

(such as the example (REQUEST) C programming 0(1 ttie Amiga, features and speed. The switch 
I present here) are the most should have little effect on the 

obvious examples. results. The two object linkers 

produce equivalent output and the 

new release of Lattice C, version 



Like many other Amiga users, I have been less than satisfied 
with the Amiga's Lattice C compiler. This article describes 
techniques I have used to overcome some of the product's 
deficiencies. 

Keep in mind that these problems are not flaws from a C 
compiler implementor's point of view. Rather, the difficulty 
stems from attempts to provide a "standard" C runtime 
environment, which is oriented strongly toward the days of 
yore— when bare-bones minicomputers, with TTY consoles 
and paper tape I/O, were common. For this reason, users of 
other C compiler systems may find these hints valuable. I 
hope I can point the way to better Amiga C programs for all. 

All examples presented here were compiled and tested using 
version 3.03 of Latttee C. Other versions of Lattice's compiler 
may show different results. 



One important effect of these hints is the elimination of the 
'Iree" (and generally undesired) console window you get 
when initiating a Lattice C program via Workbench. The free 
console window was my first frustration with C programming 
on the Amiga. My first Amiga C project was a very simple 
perpetual calendar tool to put in my Utilities drawer, along with 
the clocks, calculators, etc. Things were going along quickly 
and efficiently, until I decided to check things out from 
Workbench (in lieu of the CLI environment in which I had 
been developing). Imagine my surprise when the calendar 
came up fine, but with a little iriend" : the free console! 

I thought the window was a Workbench problem, so I read 
everything I could find on the subject. I also talked to several 
Amiga C programmers and ended up following a lot of blind 
alleys, like editing the tool icon I was using for my calendar. 
Based on a number of public domain programs exhibiting the 
same bizarre behavior, I concluded that my problem is a 



3.10, includes the 'Blink' linker. 

Your own main() function, which you normally think of as your 
"main program," is actually a subroutine of Lattice's _main(). 
A closer bok at Lattice_C:examples/_MAIN.C and pages 6-7 
and 6-8 in the Lattice booklet reveal that the combination of 
_main() and exit() provides all kinds of servtees you may not 
need in a real program. 

The _main() routine does some simple parsing of the CLI 
command line and opens and sets up stdin, stdout and stden^. 
The routine also opens up the dreaded console window (if 
invoked via Workbench), since otherwise, there is nowhere for 
the C standard I/O streams to do their thing (as they do under 
CLI). The exit() routine performs a number of similar 
operations, such as closing down any Lattice "level 2 I/O" files 
which remain open (see page 3-46 of the Lattice booklet). 

continued... 



Amazing ComputinsT^ © 1987 67 



Both these routines are expensive and can easily be done 
without. 

A comparison of Listing Two and Listing Three demonstrates 
the changes which must be made in order to eliminate 
_main() and exit() from your linked executable program. 
Naming your main program _main() and calling _exit() 
wherever you might otherwise call exit() are the most obvious 
changes. You must also do your own command line parsing 
(if needed) for CLI-based programs. "Standard" C functions 
like printfO cannot be used in such a program, unless a 
provision is made for opening and closing the relevant I/O 
streams. 

Listing Four contains two other code-savers: "compile and 
link, tiny." Two points are introduced here: the use of the "-v" 
flag with pass two of the Lattice compiler and giving amiga.lib 
precedence over Ic.lib during linking. 

The "-v" flag, used with the second pass of Lattice C 3.03, 
avoids the need for stack-checking code at the head of each 
function. The use of this flag is described on pages 4-8 and 
5-1 1 of the Latttee booklet. Keep in mind that stack-checking 
logic assumes that console I/O has been set, so error 
messages are issued at runtime. Stack-checkipg is very 
important during both program development and debugging. 
You should consider using stack checking at these times. 

The object code library amiga.lib contains much Information 
and many "interface" routines which allow your C program to 
make calls to the Amiga "resident libraries" (such as 
exec.library, intuition.library and device drivers like 
trackdisk.device). This library also provides a number of 
functions which overlap functions that Lattice provides in Ic.lib, 
such as printfQ. In many cases, although more limited In 
function, the Amiga versbn is more compact than its Lattice 
equivalent. 

The order in which object libraries are defined to BLink (or 
ALink) in the linker's command line is the same order in which 
the libraries are scanned for external references. Listing 
amiga.lib first makes this library the preferred source for 
external references. Such order often saves space in your 
final program. 

By now, you are probably asking yourself "Is all this worth 
anything?" Well, as mentioned, we got rid of an extraneous 
console window by eliminating (actually, writing our own 
versfon of) the _main() function. REQSTD (Listing Two) 
and REQUEST (Listing Three) further show the value of such 
changes. 

REQSTD and REQUEST are two version of the same 
program. Invoked from within a CLI EXECUTE sequence. A 
single quoted text argument is asked for, just as you might 
use with the ECHO command. This string is constructed as a 
yes/no question. The program passes the string to Intuitbn's 
AutoRequestQ function, which asks the question of the 
Amiga user via a simple boolean requester. The result is 



returned to CLI in a form which can be tested by IF WARN 
from within the EXECUTE sequence. This sequence is 
basically my own answer to the YORN programs currently 
making the rounds in the MS-DOS community. 

REQSTD uses fairly straightforward C and Lattice conven- 
tions for coding, compilation and linking. The resulting 
executable object file weighs in at a whopping 14,388 bytes 
(as reported by CLI's LIST command). What a hog I 

REQUEST is compiled and linked using the sequence in 
Listing Four, and coded omitting _main() and exit(). This 
program's executable file LISTs out at a trim 2540 bytes. 
That's better than a factor of five improvement! Tell me, 
which program do you want cluttering your Workbench disk? 

These techniques may not be the answer for everyone. You 
must consider your needs on a program-to-program basis 
and be aware of what you may be giving up by using certain 
programs. All serious Amiga programmers using Lattice C 
should take time to study both Lattice jC:examples/_MAIN.C 
and Lattice_C:examples/c.a (the assembly language source 
to the startup module c.o used in almost every C program.) 



A Simplified Description of an Executabie Object File From 
the "Standard** Compile and Link of a Simple Lattice C 
program. 



Origin Description 



CO 

Th0 first part ol ^0 (ll#«ontains an assembly langtjaga 
routine startup which calls _main(). This module also 
contains tha routine _axrtO< 

youno 

your,o is your compiled C program which supplies main() and 
any other functions youVe defined for use by your "main" 
program^ 

iCMb 

Any external references in the modules above, which couki be 
satisfied from the ob{ect library IcXh are inserted here 
(Including the function _main(} which startup calls and exit() 
which your program oalis). 

amfgaJlb 

Any ext^nals still rrot satisfied by IcJib are pulled in from this 
library, 
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Standard compile and link 



.key file/a 

LC:lcl -ilNCLUDE: -i INCLUDE: lattice/ -oRAM:<file>.q <file> 

LC:lc2 -o<file>.o RAM:<file> 

link:blink from LIB:c.o+<file>.o to <file> lib 

LIB:lc.lib+LIB:amiga.lib 



ReqStd,c 



/••*****••**•****************************************** 

* REQSTD - A simple boolean requester command for use 

* within EXECUTE command files. 
******************************************************* 

* THIS VERSION OBSERVES ^^STANDARD" C PRGMG CONVENTIONS 
******************************************************* 

* BVO Computing Services Copyright 1987, Bob Riemersma 
i,i,ifififiii,i,i,i,i,ifii,*ifki,-kifk-k**it ******************************* 

* Format : REQSTD <string> 

* Template: REQSTD '" ** 

* Purpose: To ask the user a yes/no question from 

* within an EXECUTE command file. 

[See Listing Three for the finclude's, struct 
IntuitText declarations and a few #define's that 
belong here. They are not duplicated here to save 
space in the printed listing.] 

extern BOOL AutoRequest ( ) ; 

main(argc, argv) 
int argc; 
UBYTE *argv [ ] ; 



{ 



int Quest ionChars, 

ReqfWidth; 
BOOL Yes; 

if (argc != 2) 
exit (120) ; 

Question. IText = argv[l]; 

/* Count # chars in argument string */ 
Quest ionChars = 0; 
while (*argv[l]++ != "NO') 
Quest ionChar S++ ; 

Intuit ionBase «= (struct Intuit ionBase *) 

OpenLibrary ("intuit ion. library", INTUITION_REV) ; 
if (IntuitionBase =- NULL) 
exit (FALSE) ; 

Myself = FindTask (Me) ; 

if ((ReqWidth = 8*QuestionChars+40) < 200) 

ReqWidth = 200; 
Yes = AutoRequest (Myself->prJHindowPtr, 
/* Console Window */ 

&Question, &Positive, &Negative, 
/* IntuiTexts */ 
NULL, NULL, 
/* No extern, events */ 

ReqWidth, 50); 
/* Width, Height */ 

CloseLibrary (IntuitionBase) ; 
exit ((Yes) ? 5 : 0); 









Communication and Terminal Program 

• KERMIT - XMODEM - XMODEM/CRC - ASCH 

• DIAL-A-TALK - Script language. 20 function keys. 

• FULL VT100/VT52/H19/ANSI/TTY emulations. 

• Concurrent printing and capture. Voice option. CB mode. 

A-TAL1\ i:>HJS 

Tektronix 4010/4014 Graphics Emulation 

• ALFHA/GRAPH/GIN standard modes, plus enhanced 
graphics POINT PLOT and INCREMENTAL PLOT. 

• All vector line formats. Screen size up to 700 by 440. 

• Four character sizes. Printer support. Store screens in IFF 
or Aegis Draw format. All A- TALK features supported. 

1-TALK lists for $49.95. A-TALK PLUS lists for $99.95. 
$2.00 shipping; CA residents add 6.5% sales tax. 

Felsina Software 

3175 South Hoover Street, #275 

Los Angeles, CA 90007 

(213) 669-1497 



••••»••«< 



'•••••••••••I 



^^^^••••••••••••••••••* 

»•••*•••••••••••••»•••** 

,•«•••••••••••••••••••** 



Request.c 



/****************************************************** 

* REQUEST - A simple boolean requester coinmand for use 

* within EXECUTE coitmand files. 
*•****•*****•*••*******••**••**•**•*•**•*****••*•****** 

* BVO Confuting Services Copyright 1987, Bob Riemersma 
•*•*•••*••**••*•**•******•***************************** 

* Format: REQUEST <string> 

* Template: REQUEST ^* " 

* Purpose: To ask the user a yes/no question from 

* within an EXECUTE command file. 

* Specification: 

* REQUEST invokes a system requester displaying the 

* text argument given, and accepts either a **Yes" or 

* a"No" response via the requester's boolean gadgets. 

* This response is communicated to the command stream 

* via REQUEST'S return result: = No, 5 = Yes. 

* Exair^le: 

* REQUEST "'Are you older than 35?" 

* IF WARN ;WARN = Yes 

* ECHO **Hmmm, so you are." 

* ELSE 

* ECHO "Just a young whipper snapper!" 

* ENDIF 

* Note to rodent -haters: 

* Beginning with KS/WB 1.2 you may respond using 

* "Left Amiga-V" for "Yes", "Left Amiga-B" for "No". 



continued... 
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Introducing Robot Readers 
a powerful new way for your 
child to learn to read 

Even if your child isn't a reader yet he can read these 
classic stories at his own speed through interactive 
speech. And he can play a game that builds 
vocabulary and reading ability. These beautifully 
illustrated stories are designed to be used by children 
with little or no help. More stories will soon be 
available. To introduce the series and help build a 
library for your children we make this 
LIMITED TIME OFFER: Buy one, get one free 

*CHICKEN LITTLE $29.95 each 

*LITTLE RED HEN for the Amiga 512k 

*AESOP*S FABLES call or write today 

♦THREE LITTLE PIGS ^^p^^ ^^^^'^^ 

HILTON ANDROID CORPORATION 

PO Box 7437 • Huntington Beach, CA 9261 5-7437 

(714)960-3984 



**********•***•*••*••••*•••*****•***•••*•••**••*•••***/ 

#include <exec/types.h> 
# include <libraries/dosextens.h> 
#include <intuition/intuition.h> 
struct IntuitionBase *IntuitionBase; 
#define INTUITION REV 



struct IntuiText Question 



{ 



2, 1, 
JAMl, 
8, 6, 
NULL, 
NULL, 
NULL 



2, 1, 

JAMl, 

6, 4, 

NULL, 

"Yes", 

NULL 



/* FrontPen, BackPen */ 

/* LeftEdge, TopEdge */ 

/* Use default font */ 

/* IText, filled at runtime */ 

/* No linked IntuiText s */ 

Positive «= 



{ 



Negative 



2, 1, 
JAMl, 
6, 4, 
NULL, 
^^No", 
NULL 



fdefine Me 

extern struct Process *FindTask() ; 

struct Process *Myself; 

extern BOOL AutoRequest () ; 

_main ( Comma ndLine) 

UBYTE *CommandLine; 
{ 

int Quest ionChars, 
ReqWidth; 

BOOL Yes; 

/* Scan CcanmandLine for first quote */ 

while (*CommandLine != 'NO' && *CommandLine !» 

CommandLine++; 
if (*CommandLine == ^0' ) 
exit (120) ; 



*/ 



/* Skip quote & store ptr, scan to final quote (counting 
* chars), 'NO' it to terminate the IText string. 

Question. IText =» ++CommandLine; 

Quest ionChars =0; 

while (*CommandLine != '\0' && *CommandLine != '*'") 

{ 

CommandLine+-f; 

Quest ionChars++ ; 
} 
if (*CommandLine == 

_exit (120) ; 
*CommandLine = '\0' 



'\0') 



IntuitionBase = (struct IntuitionBase *) 

OpenLibrary (**intuition. library", 
INTUITION_REV) ; 

if (IntuitionBase = NULL) 
_exit (FALSE) ; 

Myself = FindTask (Me) ; 

if ((ReqWidth = 8*QuestionChars+40) < 200) 

ReqWidth = 200; 
Yes = AutoRequest (Myself->pr__WindowPtr, 

/* Console Window */ 

&Question, fiPositive, &Negative, 

/* IntuiTexts */ 

NULL, NULL, 

/* No extern, events */ 

ReqWidth, 50); 

/* Width, Height */ 

CloseLibrary (IntuitionBase) ; 
_exit((Yes) ? 5 : 0) ; 



Tiny Compile and Link 



.key file/a 

LC:lcl -ilNCLUDE: -i INCLUDE: lattice/ -oRAM:<file>.q <file> 

LC:lc2 -V -o<file>.o RAM:<file> 

link:blink from LIB:c.o+<file>.o to <file> lib 

LIB:amiga.lib+LIB:lc.lib 



•AC- 
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Roomers 

Amiga in Media, Inside West Chester and other Juicy Rumors 

by the Bandito 



The Amiga 500 has made it to market! In mid-June, dealers 
got their first shipment, and by all accounts, the initial ship- 
ment sold out. Amiga 2000 production is underway in 
Taiwan, and the boards will be shipped to West Chester for 
final assembly. Dealer reps were claiming the 2000 will ship 
by the Fourth of July, but engineers said late July, early 
August. 

In mid-June, the San Jose Mercury News broke a story with 
more details of the Rattigan firing and lawsuits, followed by 
the Wall Street Journal during the next week. Commodore is 
counter-sueing Rattigan for a total of $24 million, reported the 
Wall Street Journal, saying Rattigan resigned voluntarily, and 
therefore is not entitled to the benefits in his contract. The 
suit claims Rattigan would have been fired soon regardless, 
for "disobeying the chairman of the board," and "gross 
disregard" of his duties. 



Atari rumors 

Look for an upcoming interview with Leonard Tramiel in the 
Compute! Atari ST magazine. His statements were so 
misleading. Compute! editors will place an "Editor's Note" 
skJebar near the interview to clarify his remarks. When asked 
whether the Amiga 500 would affect the ST, Tramiel rattled off 
a list of its deficiencies, and Compute! felt it had to challenge 
his statements for their readers. 

Atari BBSes and networks were abuzz with reports of a 
software MS-DOS emulator for the Atari ST called PCiDitto. 
The company names are different, but a close examination of 
the reports shows the product can linked to the same com- 
pany that made the Amiga Transformer. It looks like they got 
tired of negotiations with Commodore about the much 
improved but yet-unreleased Transformer 1 .2, and went off to 
Atari instead. 



Amiga In media 

The Amiga is appearing in more and more publications. The 
cover graphic on a new magazine called "Computers In 
Science" was done on an Amiga, but the story it illustrated 
was about an Atari ST program! The Amiga was featured in 
articles on desktop video in both Business Week and Venture 
magazines. 



The Amiga will appear in a major role in an upcoming original 
John Carpenter horror movie called 'The Prince Of Dark- 
ness," due in October. Expect more Amiga graphics in the 
Max Headroom series. No, they aren't making Max with an 
Amiga, but Amiga graphics should be used on screens in the 
background of the Headroom sets. 

There is a high-powered, multi-user BBS system in develop- 
ment for the Amiga. It can be networked, or use multiple 
serial ports. 

Electronic Arts and affiliated label software titles coming up in 
the next few months for the Amiga include Earl Weaver 
Baseball, Smooth Talker, Quizam and Gridiron; Alternate 
Reality: City from Datasoft in June; Autoduel and Ultima IV 
from Origin Systems in July or August; Black Cauldron from 
Sierra in June; First Letters and Words from First Byte in 
June. 

SubLogic has recalled their scenery disk number 1 1 because 
of an error in duplication. The packaged disks simply did not 
work in any Amiga. 

Artist Jim Sachs is hard at work on 20,000 Leagues Under the 
Sea. He is working on a deal with Disney, to let him use 
imagery from the film of the same name. If Disney gives the 
OK, the game should be ready in December or January. If 
not, Sachs will re-draw the artwork, and it will be out in April 
1988. He said Disney has other plans for his talent in the 
future, on a "top-secret project." 

Many Amigans were not surprised. After all the troubles so 
many people had with them, TechniSoft is out of business. 
They made the "RAMbo" memory expansion. All is not lost for 
TechniSoft owners, however. The company's products will be 
supported by Computer Expansion Products, Inc. of Salt Lake 
City, Utah. Their number is (801) 264-8238. The new 
company plans an 8 meg RAM board and a SCSI hard disk 
controller. 

Another ray-tracing modeling program called Silver is ex- 
pected this fall from Impulse, the makers of Prism, a HAM 
editor. They have other software and hardware projects in the 
works but remain tight-lipped about them. 



continued... 
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Disk-2-Disk reads your PaperClip, SpeedScript and Pocket Writer 
documents or other files on floppy disk directly into your Amiga. 
Transfers all file types. Use these transferred files with your 
favorite Amiga programs. 

• Reads/writes 1541/4040 and 1570/1571 disk formats. 

• Converts Commodore/PET ASCII to Amiga ASCII and 
vice versa. 



TRANSFER MS-DOS and ATARI ST files 
to and from your Amiga! 



Dos-2-Dos reads Lotus 123 worksheets, wordprocessing 
documents or any other files on floppy disk directly into your 
Amiga for use with your favorite Amiga programs. 

• Reads/writes both 5.25" AND 3.5" MS-DOS disks. 

• Reads/writes 3.5" Atari ST diskettes (GEM format). 

• Converts ASCII file line ending characters. 

Disk-2-Disk requires the Amiga model 1020 5.25" disk drive. Dos-2-Dos 
runs on any standard Amiga. Disk-2-Disk $49.95, Dos-2-Dos $55.00. Add 
$3.00 for shipping and handling, CA residents add 6% sales tax. 



TM 




Central Coast Software 

268 Bowie Drive, Los Osos, CA 93402 (805) 528-4906 



In a conference on CompuServe, ASDG's Perry Kivolowitz 
mentioned a planned product for the Amiga 1000, a box 
called Barracuda that would allow a single Amiga 2000 Zorro 
card to be used on the Amiga 1000. 



Meanwhile, any work on AmigaDOS 1 .3 Is still months away. 
Programmers are working on bug fixes and small improve- 
ments for something called "AmigaDOS 1 .2.1" or "1 .2a", 
which would most likely include changes for the Amiga 2000, 
such as hard disk boot. AmigaDOS 1.3 will probably be a 
ROM upgrade. Speculators say the 1 .3 upgrade will take 
place when Commodore can offer an upgrade graphics chip 
at the same time, with expanded CHIP memory, or expanded 
resolution or number of colors. Imagine going to your dealer 
to get a ROM upgrade and a graphics chip upgrade for less 
than $100. 

A few rumors have circulated about the development of the 
Amiga 3000. It will supposed have a 68020, a simple memory 
management chip, fast memory, and expanded graphics and 
sound capabilities. Much of the work is being done in West 
Germany. 

Inside information claims Commodore plans to buy several 
thousand of the Commodore 64 emulator being developed by 
Software Insight Systems. They will give one to each 
Commodore 64 user group in the world. 

At the West Coast roll-out of the Amiga 500 and 2000. CSA 
showed a 68020 board that fits inside the Amiga 500, priced 
at $895. An optional 68881 floating point processor runs at 
12 Mhz. Ronin is also planning a similar board. At the roll- 
out. Federated and Priority One were considering carrying 
more Amiga products, as well as the Amiga line itself. 

Former Amiga head Dale Luck is contracted for work for 
Commodore through July, and hopes to continue beyond that 
time. At a recent BADGE user group meeting. Luck said all 
Amiga 500s and 2000s will have the half-bright graphics chip 
inside, doubling the number of colors in any palette by adding 
as many as 32 darker shades. A source within West Chester 
confirmed this. 



Inside West Chester 

Commodore West Chester posted notices to many networks 
announcing a job opening to replace technical support person 
Phil Lindsay, after he left In mid-June. The job would require 
relocation to West Chester, Pennsylvania. Network wags 
claimed the notice forgot to mention the hassle of relocating 
again three weeks later, when you are laid off. 

Commodore is still hard at work on the 68020 speedup board 
for the Amiga 2000. They are also planning to make fast 32 
bit memory boards to complement the 68020 board. 

An ex-Amiga guru is working on a method to reboot the 
Amiga from RAM disk, thus saving time on warm boots. It 
should be available in the public domain soon. 

Commodore Amiga programmers are considering replacing 
the BCPL underpinnings of AmigaDOS with code written in 
the C language. This would make the operating system more 
maintainable, and less mysterious in general, because so few 
US programmers know BCPL, and its interface is a burden to 
most C programs. 



Luck is working on 68881 floating point support. He is also 
porting X-Windows to the Amiga, in hopes of showing it at the 
SIGGRAPH graphics convention in Anaheim in late July. X- 
Windows is a standard windowing environment popular on 
mainframes. 

Other juicy rumors 

Hewlett Packard is planning a low-cost laser printer for only 
$800. It accepts single sheets of paper, hand-fed one by one 
as it prints. 

Rumors continue to fly about the laser toaster project. There 
was a dealer show on Sunday before COMDEX. Commodore 
officials planned to demo the laser toaster as an example of 
Amiga vertical market applications, by giving the dealers 
breakfast toast with IFF images burned on them. The 
hardware didn't work that morning. Only a few slices were 
produced before it stopped in a puff of smoke. They say it 
has 300 CPI (crumbs per inch) resolution. Some people have 
joked that the device should be on the "cereal" port. Develop- 
ers are also discussing the "Jelly Jet", an add-on that would 
bring color output to the laser toaster. 

•AC- 



72 Volume 2, #8 



Modula-2 Programming 

on the Amiga™ 

The first in a series of articles on Modula'2 programming for the Amiga 

by Steve Faiwiszewski 



Quite a few of you have asked for a Modula-2 column. Well, 
the wait is overl This column will deal with issues relevant to 
Modula-2 programming on the Amiga, as well as more 
general topics of Modula-2 and programming methodology. 
In the course of this column I would like to present various 
programs, as well as bring up whatever problems, thoughts 
and ideas I (or one of you, maybe?) have come across while 
developing software for the Amiga. 

What better way is there to start a Modula-2 column than to 
review the new version of the only commercially available M2 
compiler for the Amiga? The following is an update on my 
review of the compiler which appeared in Vol.1 #9 issue of 
Amazing Computing. Please refer to that issue for a more in- 
depth look at Modula-2 and the TDI compiler. 



The TDI Modula'2 Compiler ver 3.00 

The Amiga Modula-2 programmer community has been 
waiting for TDI to release a new version of their compiler that 
would address the various problems that existed in the ver 2.0 
release. Those problems included incompatibility with Kick/ 
Dos 1 .2, limits on the size of programs, bugs in the various 
support modules, and bugs in the compiler itself. 

Well, the new release is only partially successful at address- 
ing the above listed problems. First the good points: 



Improvements 

Improved compiler. A TDI representative informed me that 
most of work went into improving the compiler, and this clearly 
seems to be the case. The compiler bugs of version 2.0 have 
been fixed, new features were introduced (such as long reals) 
and the compiler itself runs 30% faster and produces slightly 
more compact code. Look at the benchmark results for a 
comparison with the older version. 

Support for 1.2. The TDI package is now compatible with 
Kick/Dos 1 .2, and all of the new features of 1 .2 (such as 
drawing circles, semaphores, and autoconfiguration) are 
supported. 



More support modules. More modules are provided to 
interface to the new features of 1 .2, as well as the additional 
features of the version 3.0 package (64-bit IEEE reals and 
hyperbolic functions, to name but two) 

Size restriction has been alleviated. Programs can now 
have 4 GB (that* s gigabytes!) of global data. Array size can 
be that large too. 

Better recovery from runtime errors. In ver 2.0 a runtime 
error meant the Amiga had to be rebooted. In ver 3.0 runtime 
errors are handled more gracefully. Users who have the 
developer or commercial version have the option of invoking a 
post mortem debugger which will show the point in the code 
where the runtime error occurred. This feature has already 
saved me hours of debug time. 



Problems 

Large memory requirement. The compiler speed up was 
partially accomplished by turning the compiler into one big 
executable file (instead of the overlays used in version 2.0). 
Unfortunately, the compiler is so large now (over 165KII) that I 
do not think it can be run on a 256K system. The compiler 
looks for directory T: to create temporary files there. TDI 
recommends that you assign T: to RAM: to speed up compile 
time. However, running the compiler on a 51 2K system 
leaves about 90K of available RAM, and to compile certain 
programs the compiler needs more space than that for its 
temporary files. Assigning T: to one of the floppies makes 
things go at a horribly slow pace. So, if you are planning to 
get ver 3.0, and you have large programs to compile, then I 
suggest you get some more memory first; that's what I ended 
up doing (more about that later). 

Compiler problem. The new compiler, for some unknown 
reason, has an aversion towards tabs, and will flag any tab it 
finds as a syntax error. While this is not an insurmountable 
problem, it is certainly quite annoying; I had to go through 
every source file I had, converting tabs to spaces. 

Problems with support modules. (Support modules are the 
.Sym and .Lnk files that your programs refer to, and have to 
be linked with in order to provide the interface for the ROM 
Kernel and AmigaDos routines.) It really is obvious that the 

continued... 
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guys in England concentrated on the compiler, and pretty 
much ignored the support modules. Some modules on the 
distribution disks were corrupt (I can't imagine how this 
passed TDl's quality assurance!), while others are buggy. 
Some of the bugs are old ones that have been reported to TDI 
in the past, while others are brand new, introduced in the 
modules which are new to the package. While I can under- 
stand that bugs can sneak into new code, there is no excuse 
for the existence of old bugs. Also, as was in all the previous 
versions, some definition modules are declared incorrectly. 

For example, most of the procedures in the 10 module should 
accept a pointer to a record of type 'lORequesf, but instead 
they accept the record itself. This may not seem like a big 
deal, but sometimes it is absolutely necessary to pass to one 
of the procedures in the 10 modules a pointer and not a 
record. If you have the commercial package, then this is not a 
terrible problem; you can define your own lO module. But 
anyone with the developer or regular package is simply out of 
luck. 



expansion. I ended up getting a Microbotics Starboard-2, with 
1 Meg in it. I am happy to say that so far I'm very pleased 
with it, and developing on the Amiga is faster than it's ever 
been. 

My startup-sequence first mounts the vdO: device (If you have 
a RAM expansion, you simply MUST get ASDG's shareware 
recoverable ram disk software!) and checks if there is 
directory called 'M2' on it. If not, it will create one, and copy 
the contents of the M2 directory on df 1 : to the M2 directory on 
vdO:. Then the startup-sequence sets up a resident CLI, 
using the resident command, and terminates the old CLI. I 
then make a few commands (such as dir, cd, delete, iatcj 
resident, as well as the compiler. After all this, I still have 
close to 51 2K of RAM, so I start up my editor, and always 
keep it around. And the results? Well look for yourselves; . 
compile and link time can be 2 to 4 times faster. It only takes 
about 3 minutes to copy all of the M2 directory to vdO:, and I 
only have to do this after power-up; vdO: survives crashes and 
warm boots. 



TDI hias replaced the previous error lister with a full screen 
editor which doubles as an error lister. Unfortunately the 
editor is unwieldy and buggy: it's crash prone and eats up 3K 
of RAM every time it is executed (this is due to a bug in one of 
the support modules). The full screen editor is a step in the 
right direction, but TDI has a long way to go. I myself will stick 
to Emacs, while others swear by UEdit. 

There Is still no updated manual since the first release of 
the compiler. This means that you will have to browse 
through the definition modules to learn about all new or 
modified procedures, variables, types, and constants. 
Therefore, since the regular package does not contain the 
source to the definition modules, I strongly advise against 
getting It. TDI maintains that the new manual is due any day 
now. 



The resident command and the resident cli are Commodore 
programs, supplied with the Kick/Dos 1 .2 gamma 1 
developer's release. As such, those programs are proprietary 
to CBM, and I don't think they can be distributed freely. 
However, there's no. reason as to why we can't write our own. 
Maybe in a future article I'll attempt to write a resident cli 
replacement in M2. After all, the TDI ver 3.0 release provides 
an interface to the resident routines. 

Should you have any comments, criticism, or ideas for this 
column, please send me mail. I can be reached on the 
following systems: 

CIS: 74106,425 

PUNK: THE INTERN 

BIX : theintern 

Usenet : rutgerslunirotlthejntern 



Solutions? 

Understandably, TDI has come under a great deal of fire for 
their handling of the new release, and I have a feeling that 
they will try to make amends. TDI is currently investigating 
economically feasible ways of distributing bug fixes, and other 
updates. As of this writing the currently favored scheme is to 
send each registered user a disk with fixes, and if the user will 
send $5 back to TDI he will be eligible to receive future 
update disks from them. This sounds like a fair deal to me. 



Miscellaneous 

Another TDI product that I've received with my package is 
GRID, which is advertised as a 'sophisticated multi-key file 
access method'. Sounds impressive, right? Well, unfortu- 
nately I still haven't had time to look at it, so I'll have to put off 
talking about K to another time. 

As I mentioned earlier, the new compiler is a memory hog, 
and all of a sudden I found my 51 2K machine to be too tight 
for my Modula-2 work. So off I went looking for a RAM 



Benchmork Results 



N0t0» 



Bease mi^t to th^ Vof< 1 #9 issue of Amazing Comput 
Ingtortt^e ii$ting of the benchmark programs. 
The times for ver 2*0 were taken under Kick/Dos 1.1, 
while the benchmarks for ver 3.0 were done under Kick/ 
Do$1.2 

AS times are In seconds^ 
Alteizee are in bytes- 
Alt compiles were done to disk. All links were done in 
RAM. 

The 'optimize' switch was iised during the link 
The special setup is as follows; 

a. Using ver 3.0 tinder Kick/Dos t.2 

b. The M2 directory (with all the needed support 
modules) reside on VDO^ 

C the compiler is resident (using the Resident 

command) 
To compile the Window program under ver 3.0 the 
Statement *CtaseWlndow(wp'^)* had to change to 
'CloseWi^dow(wp}^ 
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Prime 

Compile Time 



Ver 2.0 

31 



Ver 3.0 

20 



Executable Size 3164 



4692— > 



Executable Size 3540 



5024— > 



Window 



Special 
5 



Link Time 


44 


42 


16 


Build Time 


75 


62 


21 


Run Time 


54 


53-> 




Qbj (.Lnl<) Size 


376 


344— > 





Sieve Ver2.0 Ver 3.0 Special 

Compile Time 35 22 8 



Linl< Time 


45 


44 


17 


Build Time 


80 


66 


25 


Run Time 


6.5 


6.2-> 




Obj (.Lnk) Size 


830 


734 


512 





Ver 2.0 


Ver 3.0 


Special 


Compile Time 


92 


68 


43 


Link Time 


102 


110 


27 


BuiU Time 


194 


178 


70 


Obj (.Lnk) Size 


1354 


1368-~> 





Executable Size 3256 



4512— > 



•AC'' 



I FULL interface to ROM Kernel. 

Intuition, Workbench and AmigaDos 
I Smart linker for greatly reduced 

code size 
I True native code implementation 

(Not UCSD p-Code or l^-code) 
I Sophisticated multi-pass compiler 

allows forward references and code 

optimization 
I ReallnOut, LonglnOut, InOut, 

Strings, Storage. Terminal 
I Streams. MathLibO and all standard 

modules 
■ Works with single floppy /512K RAiy/l 



■ Supports real numbers and 
transcendental functions ie. sin. cos, 
tan. arctan. exp. In, log. power, sqrt 

■ 3d graphics and multi-tasking 
demos 

■ CODE statement for assembly code 

■ Error lister will locate and identify all 
errors in source code 

■ Single character I/O supported 

■ No royalties or copy protection 

■ Phone and network customer 
support provided 

■ 350-page manual 



Pascal and Modula-2 source code are nearly identical. Modula-2 should be thought 
of as an enhanced superset of Pascal. Professor Niklaus Wirth (the creator of 
Pascal) designed Modula-2 to replace Pascal. 



Added features of Modula-2 not found in Pascal 



■ CASE has an ELSE and may contain 
subranges 

■ Programs may be broken up into 
Modules for separate compilation 

■ Machine level Interface 

Bif-wise operators 
Direct port and Memory access 
Absolute addressing 
Interrupt structure 



■ Dynamic strings that may be any 
size 

■ Multi-tasking is supported 

■ Procedure variables 

■ Module version control 

■ Programmer definable scope of 
objects 

■ Open array parameters (VAR r: 
ARRAY OF REALS:) 

■ Elegant type transfer functions 



Ramdisk 
Benchmarks (sees) 



Compile Link 



Optomized 



Sieve of Eratosthenes: 

Float 

Calc 

Null program 



1257 bytes 
3944 bytes 
1736 bytes 
11 00 bytes 



MODULE Sieve; 

CONST Size = 8190; 

TYPE FlagRange = [O..SIze]: 

FlagSet = SET OF FlagRange; 
VAR Flags: FlagSet; 

i: FlagRange; 
Prime, k. Count. Iter: CARDINAL; 
BEGIN (•$S-.$R-,$A+ •) 
FOR lter:= 1 TO 10 DO 
Count: = 0; 

Flags: = FlagSet(); (' empty set ") 
FOR i:= TO Size DO 
IF (i IN Flags) THEN 
Prime:= (i * 2) + 3; k:= i + Prime: 
WHILE k <= Size DO 
INCL (Flags, k); 
k:= k + Prime; 
END; 

Count:= Count + 1: 
END; 
END; 
END; 
END Sieve. 



MODULE Float; 

FROM MathLibO IMPORT sin. In, exp. 
sqrt, arctan; 
VAR x.y: REAL; i: CARDINAL: 
BEGIN CST-.SA-.SS-') 
x:= 1.0; 

FOR i:= 1 TO 1000 DO 
y:= sin (x); y:= In (x); y:= exp (x); 
y:= sqrt (x); y:= arctan (x); 
x:=x + 0.01; 
END; 
END float. 



MODULE calc; 

VAR a,b,c; REAL; n, i: CARDINAL; 

BEGIN (•$T-,$A-.SS-*) 

n:= 5000; 

a:= 2.71828; b:= 3.14159: c:= 1.0: 

FOR i:= I TO n DO 
c:= c'a; c:= c*b; c:= c/a; c:= c/b; 

END; 
END calc. 



Regular Version $89.95 Developer's Version $149.95 Commercial Version $299.95 

The regular version contains all the features listed above. The developer's version 
contains additional Amiga modules, macros and demonstration programs - a 
symbol file decoder - link and load file disassemblers - a source file cross referencer 
- the kermit file transfer utility - a Modula-2 CLI - modules for IFF and ILBM. The 
commercial version contains all of the Amiga module source files. 



Other Modula-2 Products 

Kermit - Contains full source plus $15 connect time to CompuServe. 
Examples - Many of the C programs from ROM Kernel and Intuition 

translated into Modula-2. 
GRID - Sophisticated multi-key file access method with over 

30 procedures to access variable length records. 
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in your AMIGA 






by John Foust 



Programmers have a phrase for it: "a back door," meaning a 
way to get a computer system to do something it is not 
intended to do, after the software has shipped to the public. A 
back door might let the programmer access a program without 
the proper password or security clearance. 

The most innocent of "back door" is a simple message. It is 
similar to graffiti, ft may reside only in the executable pro- 
gram, as ASCII text that can be read with the lype opt h' 
command. Very often, a company will imbed a copyright 
notice in the code this way. 

The Amiga operating system code has several "back door" 
messages. Some are passive, simple messages. Others are 
active. They do not appear unless the proper sequence of 
commands is given to the program. 

There are several passive messages in Kickstart. You can 
view them directly on the Kickstart disk with a disk editor. The 
Kickstart disk contains code that is loaded into a special bank 
of memory at address $F80000. If you have a debugger, you 
can view that memory directly. If the data to be searched is in 
a file, there is a public domain program called 'strings' that 
can help find messages like this, ft searches a file and 
displays all the human-readable character groups. 

The 1 .2 Kickstart has several passive messages - or at least 
no one has found a way to have the Amiga display them. 
Two messages are "The Amiga Wizards bring this power to 
you" and "Brought to you not by a mere Wizard, but the 
Wizard Extraordinaire: Dale Luckl" There is another region 
that has an "orjs", and nearby are the words "kodiak andy 
carl". 

Chances are, there is no way to have the Amiga display these 
messages. If their creators had wished to hide the message, 
they could have encrypted the characters to prevent them 
from being discovered so easily. There is a set of encrypted 
credits in this code. To see them, ft takes a special sequence 
of keystrokes. 

Re-arrange the windows on your Workbench screen so the 
menu and tftle bar is showing. The secret messages will 
appear there. Activate the Workbench by clicking on the 
background somewhere. If the Workbench is activated, the 
menu bar should read "Workbench release 1.2" followed by 



the amount of free memory in your machine. The next part is 
difficuft if you have small hands, ft may require two people to 
perform. Press and hold down both SHIFT keys and both 
ALT keys at the same time. Now reach up to the function 
keys, and press and hold each one in turn. The message 
appears on the menu bar as long as all the keys are hekl 
down. The following messages will appear: 



F1 System Software: Carl, Neil & Kodiak 

JF2 Graphics Software: Dale, Bart, Jimm & =RJ= 

F3 QA: Jon, Bruce, Stan, Kim & Jerry 

F4 LG Support: Caryn, Dave, Victor, Terry, Cheryl & Nancy 

F5 CBM Software: Andy, Bany, Dave & Eric 

F6 Pics: SherylA Jack 

F7 Docs: Rick, Mitch, Peggy & Rob 

F6 Chips: Jay, Akh, Glenn, Edwin, Mark & Dave 

F9 HW: Dave, Bill, ChrisR & Josh 

F10 Moral Support: Joe Pilbw & The Dancing Fools 



This is a list of many of the people who worked on the Amiga 
in Los Gatos, the original Amiga team. Their full names are: 



F1 Carl Sassenrath, Neil Katin, Bob "Kodiak" Burns 
F2 Dale Luck, Bart Whitebrook, Jim Mackraz, RJ Mical 
F3 Jon Prince, Bmce Barrett, Stan Shepard, 

Kim Nedelman, Jerry Crosson 
F4 Caryn Mical, Dave Fenske, VktorJieu, Terry Ishida, 

Cheryl Gibbons, Nancy RaSns 
F5 Andy Finkel, Bany Walsh, Dave Berezowski, 

Erh Cotton 
F6 Sheryl Knowles Fuller, Jack Haeger 
F7 Rick Osborne, Mitch Gass, Peggy Steimer, Rob Peck 
F8 Jay Miner, Akh Tanaka, Glenn Keller, Edwin Chu, 

Mark Shieu, Dave (?) 
F9 Dave Needle, BillKolb, Chris Raymond, Josh Soske 



"Joe Pillow" is an imaginary friend of Dale Luck and RJ Mical, 
ak.a The Dancing Fools. As the story goes, they would keep 
themselves awake during late-night programming sessions by 
playing bud music and dancing. 
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The secret messages do not stop there. While performing the 
gymnastics of the above messages, eject a disk from the 
drive. The message 'The Amiga Born a Champion" appears. 
Now put the disl< in. Another message appears. Credit goes 
to Oran Sands, Ken Armour, and Amiga*Greg of the People 
Link network for this discovery. 

There are another set of secret messages in the Preferences 
program. If you still have Preferences from the AmigaDOS 
1 .0 disks, the secret messages are not encrypted, so the 
'strings' program easily finds them: 



Caryn and «RJb Love 4 Ever 
INTUITION by »RJ MicaU Software Artist Deluxe 
Preferences written by Barry Walsh and Jon Prince 
Dedicated to Penny Ridell with all my love Jon Prince 
Watch for software from Commodore (UK) by Barry Walsh 



With a certain set of mouse clicks, today's versions of 
Preferences will print one of these messages. This means 
the messages from Preferences 1 .0 are still there. Others 
may have been added since then. 

In the present version of Preferences, the messages are 
encrypted, so they are not visible using the 'strings' program 
or a disk editor. 

Look closely at the buttons on the mice in the upper right 
corner of the screen. The buttons are not just images, but are 
actually gadgets that send signals to the program, just like all 
the other gadgets on the screen. There Is another non- 
obvious gadget on this screen. It is directly to the left of the 
date display, on the drawn edge of the border. If you click 
there, the gadget is briefly reversed, and then returns to the 
normal border color. It is one pixel wide, and nine pixels high. 
These gadgets were revealed with the use of the public 
domain program called 'structure browser'. 

The screen-shot in Picture One shows the buttons to press 
that reveal the message "Caryn and sRJb Love 4 Ever". The 
proper sequence to display the other messages is now known 
only to the programmer and any other insklers. 




Ann u nci n s . - 



KUNE-IIKMCS' 

1 MEG Ram Expansicm 

only 

$299.95* 

• 1 Meg "FAST" Ram with case 
•True "Auto-Configure" 

• 90-Day Parts a Labor Warranty 

Tor those who warn to go farther, but dont 
want to he broice when they get there; 
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KUHE-mNICS 

10 Carlisle Court York, PA 17404 
Tel. <717)-764-42e5 



* Pius Sliippinn ft Hand! ins 



To see this message, click on the four buttons of the mouses, 
from left to right, four times. (This should be a total of sixteen 
clicks. Be sure your mouse pointer "hot spot" is over the tiny 
mouse buttons.) Click on the one-pixel-wide gadget to the left 
of the date. Click on the Change Printer button. Click the 
down arrow in the printer selection window until you reach the 
last printer, then click the up arrow until you reach the first 
printer. The message should appear in the title bar and stay 
there. 



Special thanks to Andy Finkel and George Robbins for 
supplying the last names of the people in the title bar credits. 



•AC- 
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68000 Assembly Language 
Programming on the Amiga™ 

by Chris Martin 



Now that you know all about the workings of the 68000, Til 
discuss more about the Amiga in particular! As you probably 
already know, the Amiga has three specialized chips. These 
chips can steal cycles frorti the main 68000 for jobs that they 
can do more efficiently; for that reason the Amiga running at 
7.16 Mhz seems much faster than an Apple Macintosh 
running at 7.86 Mhz. Trust me - 1 also work with Macs! Here 
are the functions of the three customized chips: 



PAULA Audio, DMA and disk control, 

some I/O functions. 

DENISE Joystick and mouse, sprites, 
som^ video, color control. 

• AGNES Most graphics functions, pointer 
focations for other chips, 
bit^ptanes and blltter functions. 



In future articles, I will be directly accessing these chips' 
functions. But, why re-invent the wheel: most of the most 
useful functions are already programmed into the system or 
loaded off the Kickstart diskt 



Kernel Routims 

The Amiga system's software functions, or Kernal functions 
as they are called, are mainty from the Kickstart disk, but also 
may be accessed from the Workbench disk when needed. 
What makes the Amiga so relatively simple to program is the 
organization of the Kernal routines. The Kernal can be divided 
into several separate "libraries'* of functions, each of which 
must be opened separately. When a new version of Kickstart 
arrives, it usually has speed improvements on older routines, 
new routines, or some unnecessary routines may have been 
omitted^ 

Take a bok at the LIB directory on your Workbench disk. Go 
ahead. Notice the file ^amiga.lib". This is one of the most 
important files on that diskl Examine the file using the CLI 
commands: 

1> cd lib 

1> type amidA.lib opt h 



The first sets the current directory to the LIB directory. The 
second examines the file by breaking it down into hexadeci- 
mal (base 16) numbers and ASCII text. Don't worry about the 
numbers yet - we'll get to those later on in the article. Look at 
the text - notice the function names beginning with the 
characters; 



LVO 



These are actual pointers to the Kernal routines of those 
names. So, when we write an assembler routine to draw a 
line, we will look for the function 

_LVODraw() 

in the amigalib and perform a JSR to jump to it. Easier done 
than said! 

Programming using the Kernal routines is very simple also 
because of the way these routines are accessed. For the 
most part, routines will accept parameters that you determine. 
In C, drawing a line from point (0,10) to point (320^00) would 
take the following command sequeru:»: 

Move (rfi.O.lOJ; 
Draw (rp, 320,200); 

(rp, by the way, is a pointer to the screen's RastPort - a 
special graphics structure.) Notice how the routines accept 
parameters; some will even return values. For example, the 
routine to open a screen, when sent the proper parameters, 
will return a pointer to that screen. 

In assembly, parameters are not passed as directly as in C, 
but are passed to the routines through the address and data 
registers (A0-A6 and D0-D7, remember?). 



Include Files 

"Include files" are text files containing outlines of various 
structures usually used by the Kernal functions as parame- 
ters. One example of sudi a structure is ^'RastPort" or "rp" as 
in the above C example. What a program must do is assign 
values to the various elements of the structures. So« when a 
structure is passed to a Kernal routine, it is actually a group of 
parameters that is sent. 



continued... 
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Include files, as the name implies, are included or inserted 
into your assembly program. Their function is to declare and 
define various structures and parameters to be used in your 
program. Examine the INCLUDE directory of your assembler 
disk. There are many include files, but you only need to 
mention the include files that you need for YOUR program. 
Furthermore, some include files are linked, so, by including 
one, you may be including several others as well. You can 
"include" a file by using the following code: 

( three tabs ) include ^directory/name . i" 

All assembly include files are distinguished by an .i suffix. The 
assembler needs three tabs to distinguish the INCLUDE 
command from a label, opcode, or operand. Here are 
examples of those fields in graphic form: 

Labels (tab) Opcode (tab) Operands 

START: MOVE.L D6,D1 
BAA: TRAP #4 
CLEAR: MOVEQ #0,D0 



Similarly, there are "library-like" organizations of routines in 
the Kernal called devices, opened by the OpenDeviceQ 
command. Here are the names of the Amiga devices: 



Device Name 

audb.device 
clipboard.devicd 

Mn$ole>devlce 

gameport.device 

input.device 

keyboard.devlc^ 
narrator.device 

paralleldevice 
primer.device .. 
serialdevice 
timer.device 
traoKdisk.devto^ 



Function 

Sound control 

Data transfer from one 

application to another 

Raw output to the screen 

Mouse^ foystick ports 

Combo of kbd., gamepoit» 

& timer. t/O. 

Keyboard 

Speech synthesizer - 

work$ with Transtator Jib 

Parallel port 

Printer centred 

Serial port . 

Timer qontrol^ system clock 

Ba$lo disk drive <^ntrol 



Using Libraries 

Most routines, as stated above, are part of a specific library. 
Before you can use a Kernal routine, you must first open the 
library to which it belongs. You can open a library with the 
following code (which, next month, will be in an assembly 
program): 

Library Base = OpenLibrary(*^ library. name", version) 

where, library.name is a string that describes the name of 
the library. 

version is the Kickstart version number. A version number 
refers to any version available. 

/^ , .— 

Library Nditm te the name of the base of the library. 

Here are the names and library bases of the current libraries: 



Hexadecimal Numbers 

Hexadecimal numbers are base 16 and consist of the 
following digits, each of which corresponds to a number in 
base 10. 

Hex. Digits 0123456789A B C D E F 

Number base 10 o i 2 a 4 s 6 ? a 9 lo n 12 la 14 is 



Take a Hex number like 3B42A. Convert it to decimal. 



Just add the individual results. For converting from decimal to 
hex, use the following table: 



Library Name 

execJIbrary 

cllstJibrary 

graphics, library 

JayersJibraiy 

fntuition.Iibrary 

mathffpJibrary 

mathtransJibrary 



Library Base 

ExecBase 

ClistBase 

GfxBase 

layer$Bd$e 

IntuitionBase 

Mathfiase 

MathTransBase 



Functroh 
Exec library 
Copper List library 
Graphics functions 
Graphb "window" layers 
Intuition system 
Fast Floating Point math 
Single precision artttimetic 



mathfeeedoubbasJibrajy Double precision arithmetic 

Math leeeDouBasBase 



dosJJbrary 

transtatorjlbrary 

icon.library 

diskfontJibrafy 

ram.lib 



Do$Ba$e 
TranstatorBase 
IconBase 
OlskfonfBasa 



Amiga Do$ functions 
English to phonetics 
Workbench icon functions 
Fonts from disk 
Ram handling library 



Hex 


Digits 


Digit 4 


Digits 


Digit 2 


Digit 1 




















1 


65536 


4096 


256 


16 


1 


2 


131072 


8192 


512 


32 


2 


3 


196608 


12288 


768 


48 


3 


4 


262144 


16384 


1024 


64 


4 


5 


327680 


20480 


1280 


80 


5 


6„ 


393216 


24576 


1536 


96 


6 


7 


458752 


28672 


1792 


112 


7 


8 


524288 


32768 


2048 


128 


8 


9 


589824 


36864 


2304 


144 


9 


A 


655360 


40960 


2560 


160 


10 


B 


720896 


45056 


2816 


176 


11 


C 


786432 


49152 


3072 


192 


12 


D 


851968 


53248 


3328 


208 


13 


E 


917504 


57344 


3584 


224 


14 


F 


983040 


61440 


3840 


240 


15 
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Find the number in tlie table that is closest and lower than the 
given decimal number. Write down that hex digit and subtract 
the two numbers. Continue until you get a result of zero. For 
example, convert 754,367 to hexadecimal. 

decimal table hex 

754,367- 720,896= B = 33,498 

33.498 - 32,768 = 8 = 730 

730 - 512 = 2 :p 218 

218 - 208 = D = 10 

10 - 10 = A = <- result of zero 

Number: B82DA hex 



Setting Up Your Assembly Language Disk 

The Commodore Macro Assembler comes on a single disk. 
From that single disk I have made an Assembler Workbench 
Disk and an Assembler Work Disk. You need two blank 
disks, your Workbench Disk, and your Macro Assembler disk. 
Follow these steps: 

•Type: diskcopy dfO: to dfi: <return> 

Place your Workbench Disk in drive dfO: and a blank disk in 
drive dfi : . You will now copy your Workbench Disk. 

• Now, format the other blank disk. Type: format drive dfi : 
name "Assembler Work Disk" <return> 

This disk will be your work disk. 

• Copy the "C" (command) directory of your Macro Assembler 
disk into the "C" directory of your new Workbench Disk. Place 
the Workbench disk you ioaded-up with in drive dfi : and your 
Macro Assembler disk in drive dfO: . Type the following: 

1> cd dfO: 

( Place your new Workbench Disk in drive dfi : ) 

1> copy C: all to dfl:C 

( The system will ask you to put the original Workbench Disk 
in any drive. Put it in drive dfO: . ) 

( Now the system will ask you to re-insert the Macro Assem- 
bler disk. Place it in drive dfO: . ) 

The C directory is now copied. Next, delete any unnecessary 
or rarely used commands in your new Workbench Disk's C 
directory. 



• Copy the "Include" directory of your Macro Assembler disk 
onto a blank disk. This will be your Work Disk. Place your 
original Workbench disk in dfi : and your Macro Assembler 
disk in dfO: and type the following: 

1> cd dfO: 



( Place your blank, formatted Work Disk in dfi : ) 

1> copy Include: all to dfi: 

( The system will ask you to put the original Workbench Disk 
in any drive. Put it in drive dfO: . ) 

( Now the system will ask you to re-insert the Macro Assem- 
bler disk. Place it in drive dfO: . ) 

The Work Disk is now made. Whenever you make programs, 
put them on this disk. 



Your First Program 

Reset your Amiga with CTRL - OPEN AMIGA - CLOSED 
AMIGA keyboard sequence. Place your NEW Assembly 
Workbench Disk in dfO: . When it is finished loading, and the 
drive light is off, take this disk out and put it in drive dfi :. Put 
your Assembler Work Disk in dfO: . To create a program, use 
the ED command and name your program with a ".asm" suffix 

— ed count. asm 



When the screen clears, type this simple program that counts 
down from 1 0000 to 0. 

* Count. asm - counts down from 10000 to * 

1f1tit**1c*1t1t1t1t1t**1t*1t**1t1t****ic1t1fk1c-k*-k-k******1f1tifk*ir1r1r1fk1,**1ci,**1cic*1, 



Start: 

move.w #10000, dO 

decremant : 

dbeq clO,zero 

**2ero" if dO = 

jmp decrement 

zero: 
rts 



* move 10000 decimal to dO 

* decrement dO and branch to 

* otherwise, decrement more 

* return 



Assemble the program with the following command: 

assem count. asm -o count. o 

Now you must turn the object file count.o into an executable 
program with: 

alink count.o to count 

You can now execute the program by typing the name in the 
CLI. 

That was a really simple program - no include files, no 
libraries. Next month, we'll have a longer, more advanced 
program that takes advantage of the intuition, graphics and 
exec libraries. 



•AC- 
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The AMICUS Network 

Desktop video, COMDEX, more PDS 



by John Foust 

The media has learned the buzz-word, so it must be a real 
phenomena. "Desktop video" promises to be as successful as 
desktop publishing In media coverage, if not in market reality. 
At COMDEX, even Commodore officials called the Amiga a 
desktop video machine. What is desktop video? Producing 
presentation graphics or video special effects with a personal 
computer. 

This includes slides and titling as well as more sophisticated 
video animation and simulations. The Amiga can make 
gorgeous pie charts, but today's software can also make an 
animated view of an architect's design, right down to the 
reflection in the pond in front of the building. 

I think the video market will be quickly segmented into 
amateur and professional video. A transformation will also 
take place. Some people who thought their application was 
"amateur" will realize they want professional video quality. 
Those who find the consumer systems lacking will be drawn 
to higher priced systems. Amateur video enthusiasts will be 
satisfied with the video output quality of the Commodore 
Genlock, but professionals will want a higher quality device. 

This has important meaning for Commodore. The Amiga 
needs solid, reliable hardware and software if it is to be 
considered a "solution system." it is not so important that 
Commodore produces this video equipment itself. Either way, 
it must court third-party developers who can supply special- 
ized products, if they intend to encourage the sale of "solution 
systems." 

There is a second important transformation in desktop video. 
Video enthusiasts will purchase many tools. In most cases, a 
business person needs no more than one spreadsheet, but a 
video artist needs as many video tools as a conventional artist 
has brushes. Each program will offer one or two features not 
present in similar programs. The savings in time and effort is 
well worth the cost of both products. 

This is good news for Commodore, software developers and 
users alike. It means more sales of software and hardware. 
Competition will increase. Developers will add more and more 
features to their programs to sell updates to the present 
version. 

COMDEX was the first time many Amiga enthusiasts had met 
the new management team of Al Duncan and Richard 
Mclntyre. Along with chairman of the board and acting CEO 
Irving Gould, they spent most of the first day of the show in 
the Commodore booth. 



I heard a very interesting ancedote before the show, about an 
Amiga developer who wrote a letter to Gould. During the 
show, I heard several other stories from people who had 
similar experiences. In his letter, the developer explained his 
thoughts on Amiga marketing, along with suggestions for 
improvements in Commodore's treatment of developers. The 
developer was very surprised when Gould telephoned the day 
he received his letter. They talked for about 45 minutes that 
afternoon. I asked Gould about this. He said he feels likes to 
return calls and answer letters directed to him because he 
would like a response if he sent a letter to someone. 



Orchestration 

The Commodore booth was always full of people, but many of 
them were developers and already-converted fans. The 
complete coverage of COMDEX can be found in another 
article in this issue. 

Overall, I think the booth lacked orchestration. If Commodore 
wants to push the Amiga 2000 as a MS-DOS business 
machine, they need more than Flight Simulator and a placard 
that says "XT Compatibility." If we have a desktop video 
machine, then the booth corner screens need more impres- 
sive demos than the Genlock with a camera pointed at the 
crowd and a titling program. 

From what I heard from booth exhibitors. Commodore 
seemed more concerned with what shouldn't be in the booth, 
versus what should be in the booth. They were hesitant to put 
any flashy graphics demos on the large-screen monitors in 
the booth for fear that people would think the Amiga is a game 
machine. 

This argument didn't hold water in the eyes of some booth 
exhibitors. After all, they said, other booths resort to eye- 
catchers such as magicians and laser light shows to attract 
crowds. The proof was in the pudding. The New Tek "Maxine 
Headroom" demo screen was deep in the booth but it still 
drew people from the aisles. (It was a bit too flashy for one 
Commodore executive who questioned its presence.) Byte- 
by-Byte showed the Juggler demo on a small monitor for a 
few hours one afternoon, and the crowd was four-deep at 
times. 

Large screens showing word processors or spreadsheets did 
little to attract people to the booth. Who has never before 
seen a spreadsheet? Commodore should have asked "Who 
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has never before seen the Juggler, and what can we show 
them once they are in the booth?" 



Animation Consortium 

The Amiga is getting older, and its video products are 
maturing as well. The next generation of Amiga video tools 
will stand on the shoulders of today's products. What will 
these new products include? Some of them were described 
in last month's issue of Amazing Computing. These include 
solid modeling and animation programs, HAM editors, and 
image processing programs. Since last month, I've discov- 
ered several other animation products that will be covered in 
future issues. 

Animation programs such as VideoScape will store their data 
in new ways more suitable for desktop video applications. 
They will always include the IFF format, so future compatibility 
is assured. 

How is this assured? A group of developers have agreed to 
cooperate on animation formats, calling themselves the 
"Animation Consortium." A new IFF type has been proposed, 
called ANIM. This new IFF type stores animations in a 
compressed form, to save spave in memory and on disk. The 
consortium plans to develop a public domain animation player 
that will animate all future formats. An ANIM player was 
released to the networks in late June, along with two sample 
animations from Aegis' VideoScape 3D. 

The consortium includes Martin Hash, author of 
Animator:Apprentice; Mike Posehn, author of Deluxe Video; 
Stan Kalisher of Impulse, the makers of Prism; Jeff Braun, 
author of Calligrapher; Eric Graham, the author of the Juggler 
and Sculpt 3D; David Yolton of Forms in Flight; Gary Bonham, 
author of Aegis VideoTitler; Jim Kent, the author of Aegis 
Animator; Allen Hastings, author of Aegis VideoScape 3D, 
and Bill Volk of Aegis Development. More developers should 
join the group. Much of their discussion takes placie on the 
BIX network, in the "amiga.dev/iff" conference. For more 
information, contact Martin Hash at Hash Enterprises, 14201 
S.E. 16th Circle, Vancouver, Washington 98684. 

Why is Jeff Braun interested in the consortium? His product 
is a color font editor called Calligrapher. In it, color characters 
can be treated like IFF brushes, and vice versa. With a few 
modifications, he said it could become a eel animation 
program. This can be shown by drawing several consectutive 
characters as eels in an animation, then pressing the "ad- 
vance to next character" button. 



AnImatonApprentlce 

You might not recognize the name of Martin Hash. Demon- 
stration disks from his AnimatorrApprentice animation 
program have been circulated; perhaps you have seen his 
"walking Smurf" demo. AnimatorrApprentice has been out for 
nearly two months, but it was new to me when I heard of it 
while tracking progress on other video products. 



AnimatorrApprentice takes a fresh approach to animation that 
Hash calls "organic animation," as opposed to the mechani- 
cal- or computer-looking images produced by ray-tracing 
programs. Organic animation is generated faster than ray- 
trace animation. 

I found the documentation refreshing. The manual includes 
an honest assessment of the program's abilities, compared 
and contrasted to other animation techniques. He states the 
features needed in a computer system to be considered as a 
desktop video engine, and then measures the Amiga against 
them. 

The manual has a significant change of attitude as compared 
to present-day Amiga video programs. Hash realizes his 
product is a tool that will work among other art tools. His 
examples include tips on working with Deluxe Paint and Digi- 
View. I was so happy to see this after writing last month's 
article about the hassles and incompatibilities of moving IFF 
data between Amiga video programs. Hash's product is self- 
marketed, so he doesn't have a large advertising budget. 

If you have experience working with today's video tools, 
Amazing Computing would like to hear about your experi- 
ences. We hope to have more practical tutorials of this kind in 
the future. 



Amiga 500 

At this writing, the Amiga 500 is widely available in stores - if 
you can get there fast enough, before this week's stock is sold 
out. By all reports, it is selling well. This is good news for 
Amiga owners. It will expand the amount of software and 
hardware available, and interest new developers in the 
machine. 

The market for Amiga 500 expansion devices will be difficult 
at best. Physical placement and packaging becomes a 
complex issue. Where will expansion devices fit? Where will 
you put the external drive? What about the power supply? All 
expansion devices will require their own power supplies, 
because the 500 power cube cannot supply anything more 
than the computer. 

There are a few differences between the Amiga 1000, 500 
and 2000. The differences are at very low levels, insulated by 
layers of software, so no programs should be sensitive to 
these differences. Please do not be alarmed, the Amiga 500 
and 2000 are in no way incompatible with today's Amigas. 
Commodore is preparing a technical reference manual for the 
500 and 2000. 

The Workbench that comes with the Amiga 500 is slightly 
different from the last release from Commodore. The 
operating system itself has not changed, but some Work- 
bench tools such as the clock have a few new options. A 
program is included to set the date and time of the battery- 
backed clock on the memory expansion card. 
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One easily noticed difference is the keyboard. The Amiga 
1000 left-Amiga key is a solid 'A\ but on the Amiga 500, this 
key is a solid Commodore 'Cs' logo, also known as the 
"chicken" logo. The bottom row now stands for "Commodore 
Amiga" instead of "Amiga Amiga." This will mean at least an 
addendum sheet for most software manuals. The reason for 
the change isn't clear, but as Bob Page cynically noted on 
Usenet, "I bet the inside cover doesn't have any signatures, 
either." (The signatures of the creators of the Amiga 1000 are 
inscribed on the inside of the cover of the machine.) 

In coming issues, we should have a review of the Amiga 500 
and Amiga 2000. 1 hope to have an article that outlines the 
differences and new features of each machine. The program- 
ming details of the Janus library and Bridge card interface 
should be exciting, too. 



BIX 

I finally made it to BIX and GEnie, two networks with active 
Amiga populations. Visiting networks to collect information 
and public domain software takes a lot of time, not to mention 
the cost of connection and the hourly charge of the network. 

BIX is short for "Byte Information Exchange." It is sponsored 
by Byte magazine, a technical computer magazine with 
coverage of all computers. The flavor of BIX is much like Byte; 
if you like Byte, you'll love BIX. The Amiga group is one of the 
most popular groups on BIX. 

According to George Bond of BIX marketing, "There is a huge 
raft of people, plus people from Amiga there to answer 
questions. If you want to learn, you are going to pick up a 
large amount of information." He tells the truth. 

On BIX, the last year or so of the message base is stored 
online. On CompuServe, People Link, GEnie and Delphi, 
messages are soon erased depending on the local "scroll 
rate," which varies between a week to three days. The 
content of these messages are a valuable resource, I don't 
know why some networks regard them as worthless. 

I save a transcript of every byte that comes through my 
modem. Of course, this now amounts to several shoeboxes 
of disks, but at least the information is not lost. After all, if you 
paid for the information, you should save it, no? 

I am sure BIX will someday publish a CD ROM with the 
proceedings of all the conferences. With an inverted index to 
allow searches for articles that contain a given word or 
phrase, this would be a tremendous resource to any technical 
computer user. If the answer was not on disk, you would 
have a list of contacts on BIX who could point you to the 
answer. 

BIX's storage of old messages is wonderful. As a new 
subscriber, I was able to get the last year or so of messages 
in a few hours. It is enhanced by a feature that lets you 
search the body of all messages for a specific word, such as 
"hard disk." 
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Another feature unique to BIX is the cx>nference digest. On 
most other networks, there is no summary of the messages 
exchanged between users. To be sure they haven't missed 
some vital shred of information, many users simply download 
all the new messages from a system, and edit out the 
uninteresting messages from their transcript. 

On BIX, the moderators create a digest, a one-line summary 
of each message in the conference. According to chief Amiga 
moderator Joanne Dow, the digest format is about a ten-to- 
one compression of the information in the conference. By 
downloading the digest, you don't have to sc:an every new 
message, saving time and money. You only download the 
threads of conversation that interest you. 

Other moderators on BIX include Charlie Heath of MicroS- 
miths, author of TxEd and FastFonts, and Willem Langeveld. 

Commodore's official developer support is online on BIX. If 
you are an official, registered commercial developer, you have 
a magic developer number that will give you access to the 
private developer conference on BIX. Rest assured that 
much information is exchanged outside that conference. The 
Amiga area on BIX is divided into three areas, "amiga" for 
general Amiga information, "amiga.user"for novices, and 
"amiga.dev" for software developers, official or not. 

continued... 
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(The number of non-official developers who sell commercial 
Amiga software products is astounding. Many of the largest 
Amiga developers have never bothered to register with 
Commodore.) 

Commodore West Chester visits BIX regularly. This includes 
Carolyn Scheppner for software, Dave Haynie and George 
Robbins in hardware. Many former Los Gates Amiga people 
are online, courtesy of free accounts given by the BIX staff. 
This includes Dale Luck, Neil Katin, Jim Mackraz, RJ Mical 
and Carl Sassenrath. 

Several Amiga developers have product support areas on 
BIX. They include Aegis, Manx, Lattice, ASDG Inc., Gold 
Disk and Metacomco. This is an easy way to get an answer 
to a simple question about a product. 

BIX's user agreement is somewhat hard to swallow. Byte and 
McGraw-Hill get some rights to anything you post, such as 
reprint rights. This means your postings may someday be 
part of the CD ROM I imagined, or in the monthly "Best of 
BIX" section in Byte magazine. They don't have to pay you 
for this, the user agreement forfeits payment. However, Byte 
apparently feels guilty about this on occasion - if the reprint in 
"Best of BIX" is long enough, they consider payment. 

When BIX first started, it was free. They wanted to get people 
hooked, and they did. BIX now costs about $12 an hour, as 
compared to CompuServe at $6 to $8 an hour, and GEnie and 
People Link at about $5 an hour. 



GEnle 

The Amiga Roundtable on GEnie has a rambunctious 
message base and an excellent public domain library. I spent 
some time meeting the regulars there, but I was seriously 
distracted by a new game on GEnie. 

The first Amiga version of Air Warrior was recently posted to 
GEnie. This is a multiplayer interactive flight simulator from 
Kesmai, the company that makes many of the multiplayer 
games on CompuServe. It is also a lot of fun. It has solid 
mountains, airports, cities and life-like planes. Two-player 
SubLogic Flight Simulator II is fun, but you can't shoot each 
other. I played Air Warrior for hours. You choose to be a 
member of one of three teams, and engage in dogfights with 
other players. If no one else is playing at the same time, the 
computer creates drone enemies for you. The game works in 
cooperation with a program on the mainframe, so you can't 
play it off-line with your friends. 

I got an online flying lesson from Dave Albrecht, the Kesmai 
programmer who developed the Amiga version of Air Warrior. 
Kelton Flinn is the head programmer for Kesmai. His Macin- 
tosh version has existed for some time. An Atari ST version in 
the works. 

Albrecht said he wrote the Amiga version with the Mac source 
code in one hand and the Amiga ROM Kernal manual in the 
other. It has a few bugs, but they are posting updates almost 



weekly. I hope they hurry up. Mac flyers killed me on a 
regular basis because their version has "features" such as 
sound, rudders and radar. Even if you have no use for more 
public domain software from their library, sign up for a GEnie 
account just to play Air Warrior. 



Updated AMICUS disks 

By switching to a newer version of DiskCat, there was more 
free space on AMICUS 21 and 22, so I re-arranged AMICUS 
21 and 22. This version came to my attention after my last 
column was sent to press, but before any disks were dupli- 
cated, so there is no chance you have an improper AMICUS 
21 or 22. 

Ed Alford's DiskCat program has become shareware. The 
improvements he added make this a much more valuable 
program. The version of DiskCat on these disks is a demo 
read-only version. It will read and print the catalogs on disk, 
but it will not save any catalogs you make. 

AMICUS 21 holds the DiskCat catalogs for AMICUS disks 1 to 
20, and Fred Fish disks 1 to 80. The sorting in the new 
version is so much faster that there is no need to store 
separate catalogs sorted by name and disk. AMICUS 21 also 
has a condensed text description of every file on the Fish 
disks 1 to 80. 

AMICUS 21 also has the files from two articles in the last 
month's Video issue: the program from my artk:le on Aegis 
Animator scripts, and Harriet Maybeck Tolly's proportional 
gadget program. 'Ehb' checks to see if your Amiga graphics 
chip has the extra half-bright mode. 'Snapshot' makes an 
icon that boks like a tiny version of the current Workbench 
screen. Target' is a program that makes a gunshot sound 
whenever you click the left mouse button. If you ever fall 
asleep using the Workbench, larget' is for you. There are 
several games for younger people. 'Sand' is an interesting 
game where little grains of colored sand chase your mouse 
pointer. The object is to put all the sand back in the proper 
containers. To me, this is better for small children than games 
that teach them to kill aliens. 'Piano' puts a piano keyboard 
on the screen that you can play by clicking the mouse on the 
keys. 

AMICUS 22 has the printer driver generator mentioned last 
month, updated to versbn 2.3, the latest from author Jorgen 
Thomsen. It also has a game like the light cycle game from 
the movie "Tron." When you select About The Game from the 
menu, a screen appears with a digitized picture of the author, 
John Gilmore. This disk has two sample ANIM animations 
from Aegis Development's VkieoScape 3D and an ANIM 
player. These animations are an exciting preview of what will 
be possible with tomorrow's software. 

'ShowPrint Jl' is an IFF viewer program that can view 
overscan pictures, as well as pictures larger than the screen. 
It specializes in dumping these pictures to your printer, too. 
'Garden' draws fractal gardenscapes. The C source by Kevin 
Bjorke is included. Gregory Kendall created two subroutines 
for AmigaBasic, an insertion sort and a binary search ex- 
ample. 
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Commodore plans to distribute a set of ten disks to a number 
of Amiga user groups. Four of them will contain the best of 
the AMICUS collection, four from the Fish collection, and two 
from Commodore, including the IFF standards disk. 



New Fish disks 

The number of Fish disks has increased to eighty. 

Disk 75 has 'SetFont* a program to change the font used on 
Workbench windows. 'HardCopy' sends a transcript of a CLI 
session to a file. The C source is included. It also has two 
programs to experiment with Bezier and B-spline curves, in C; 
the C source to the Comm terminal program; a replacement 
'copy* command that preserves the file datestamp; and two 
fast directory programs. 

Disk 76 and 77 contain a version of a language called Draco 
by Chris Gray. Gray created this language as an alternative to 
C and Pascal. In the documentation, he outlines what he 
doesn't like about each, and how Draco is an improvement 
over both. Draco was developed for CP/M-80 systems, but is 
now ported to the Amiga. Gray writes compilers for fun and 
profit, the documentation says this is his seventh compiler. 
One of these is a full-blown ANSI C compiler. 

It does include a full interface to the Amiga libraries, including 
Draco versions of the Commodore 'include' files, object 
modules compatible with the 'blink' linker. In Draco, he has 
written an editor called 'Ded', an adventure game called 
'Quest', and these are supplied on the disk, along with many 
other example programs. In the future. Gray hopes to port his 
own linker to supplant 'blink'. 

It doesn't have floating point support yet, or C-like bit fields. 
One other disadvantage is that Gray is the only person who 
can support the language. Beyond that, Draco looks like a 
reasonable alternative for people who would like to tinker with 
compiled, structured languages. 

Disk 78 has the Cycles game mentioned above. It has 
another Mandelbrot program called MandelVroom, with C 
source. Most of the disk is filled with the Experts Only 
Mercenary Simulator game, an adventure game. 

Disk 79 has several tools written in assembly language; 
'asslgndev', a program to give devices multiple names, in C; 
'AuxHandler*, an example of a DOS handler that allows use of 
a CLI via the serial port, in C and assembler; 'Cmd', a 
program that redirects printer output to a file, in C, among 
other programs. Be sure to check the condensed listing in the 
back of this issue. 

Disk 80 is more shareware programs, including 'AmiGazer', 
an astronomy program; 'Conman', a program that brings 
command line editing and recall of previously typed com- 
mands to any program that uses the console device handler; 
an update to the MandelVroom program on disk 78; updated 
versions of the Workbench demos that take less processor 
time, so as to make the Amiga run even faster while multi- 
tasking; a game of Othello; among other programs. 
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Mainframe quaUty, fuU feature ANSI FORTRAN 77 
compiler includes: Debugger, Linker, Library Maniager, 
Runtime Library, IEEE math, and C interface. Supports 
Complex numbers. Virtual arrays, Overlays and Linking. 
Not copy protected. $295. 
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From the authors of Microsoft BASIC compiler for 
Macintosh, comes AC/BASIC for the Amiga. 
Compatable with the Amiga BASIC mterpreter: has 
more features and includes BLOCK IF, CASE 
statement, and STATIC keyword extensions and 
executes up to 50x faster. AC/BASIC is the new BASIC 
reference for MC68000 based personal computers. Not 
copy protected. $195. 
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Gadget 

The latest issue of Gadget arrived as I was confipleting my 
article on COMDEX. This is the newsletter of the Carolina 
Amiga Users Group. I laughed for a long time. It made me 
jealous; the newsletter was raucously funny. It reminded me 
of all the stuffy responsibilities of writing my articles: I can't 
resort to libel. I can't tell certain secrets. Editor Jay Gross 
has fun with terms like "airware" and "kennelware," and giving 
out product awards such as "The Editor's Golden Bowser." 
They said Workbench 1.3 was having a hard time getting past 
the FCC because it ran more than one program at a time, and 
can use more than 640K RAM. If there is ever an Amiga 
humor magazine, these gentlemen should write it. 

There was a cute signature at the bottom of a Usenet 
message from Mike Portuesi at the Carnegie Mellon computer 
science department. Most of the jokes are funny only to 
programmers, so don't be upset if you don't understand them. 
He said: "Amiga hackers do it graphically, with lots of sound 
effects. Amiga users do it with their gadgets and proportional 
sliders. Manx Aztec C will do it, but only if you make it long. 
Workbench users would do it, but they need .info first. CLI 
users can't do it... they're stuck in their shell. Metacomco did 
it to us with AmigaDOS. Mac owners dream in black and 
white. Atari owners dream in color, but Amiga owners dream 
in hold-and-modify." 

continued... 
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User groups 

I met many people at COMDEX. One was an Australian 
Amiga dealer who claimed they had more Amiga computers 
per capita than the United States. The Atlanta Amiga user 
group held two meetings during COMDEX, taking advantage 
of all the well-known people in town for the week. On the first 
night, Commodore's Rich Mclntyre and Gail Wellington went 
the Georgia Tech campus lecture hall. The second night, 
representatives of MicroSystems Software talked about the 
new version of Online! and Matthew Leeds of Byte-by-Byte 
showed the PAL Jr. I demonstrated a beta version of Digi- 
Paint because the New Tek people were hosting a hospitality 
suite. 



Travelling sales 

I met Sylvia Ryan, a travelling Amiga salesperson. Instead of 
selling software behind a storefront, she visits local Amiga 
user groups with a carload of hardware and software. I 
wonder if this is a common phenomena, because the three 
Amiga user groups in my area are canvassed by a travelling 
salesperson of this type. 

Ryan told me about Stag-nate, one of the user groups she 
visits. (One of Stag-nate's members is Gerald Hull, a regular 
Amazing Computing contributor.) Stag-nate meetings are 
very free form. They meet in the back room of a local 
restaurant. I like the feel of user group meetings such as this. 
I like to think a novice Amiga owner could sit before a 
machine and have a knowledgable user explain a better way 
to use the Amiga. The meeting isn't encumbered by long 
speeches from the local impressarios, and is instead dedi- 
cated to what each user wants, and what each user can 
share. 

The casual nature of these meetings can be upsetting to the 
unsuspecting. Ryan told me the story of a new member who 
appeared in a business suit and quietly sat in a corner. As 
the evening wore on, and the crowd thinned, he asked when 
the meeting was going to start. By that time, the meeting was 
almost over. 

The BADGE user group would like to announce the Zeroth 
BADGE Killer Demo Contest. (Programmers often count up 
from zero instead of one. This is another programmer joke.) 
The purpose of the contest is to develop flashy, fantastic 
demonstrations of Amiga computing power. They hope to 
distribute the winners via the Fish disks before the holiday 
buying season, so every Amiga dealer can have the best 
demos to sell machines. 



Aegis Development has announced a contest for the best 
desktop video. The grand prize is $1000, second is $500, 
third is $250, and runner-ups get $100. You must use an 
Aegis product in the video. For more information, write to 
Aegis at 21 15 Pico Boulevard, Santa Monica, California 
90405. 



Amiga shows 

The fall Commodore Show is planned for the weekend of 
October 3 in Anaheim California, at the Disneyland Hotel. 
Everything is on schedule for the AmiExpo show In New York, 
October 9 through 1 1 . The keynote speakers will be Jay 
Miner and RJ Mical. There are more than two dozen discus- 
sions and lectures planned, on topics such as desktop 
publishing and desktop video, introductory courses on the 
Amiga 500 and 2000, plus many demonstrations of new 
Amiga products. Amazing Computing will have several 
booths at the show. 



Corrections 

At Commodore West Chester, Lauren Brown is now the 
Software Administrator. She replaces Kim Montgomery. 
Requests for the 1.2 developer upgrade and IFF documenta- 
tion described in last month's issue should be addressed to 
Brown. 

There was an error in the address given for Data Pacific, the 
makers of the Magic Sac emulator. The correct address is 
609 East Speer, Denver, Colorado 80203. There is no 
Spencer Street in Denver. 



Future AC 

The September issue of Amazing Computing has a tentative 
theme of Productivity. Future issues will Include an article 
from Charlie Heath on his ongoing ARP library project 
designed to replace the BCPL programs in the C: directory, 
and provide a standard set of library functions for AmigaDOS 
and Workbench programs; an article on the Exec list func- 
tions, and how to use them in your programs; reviews of 
Microfiche Filer, Absoft's AmigaBasic compiler, the Station 
Manager graphics package, and the E F/X special effects 
program. 

•AC- 



The contest will take place at the October 15 BADGE meet- 
ing. Manufacturers are donating prizes for the contest. So far, 
the grand prize nets at least $100 and a 2 megabyte Star- 
board II from Microbotics, and the other winners get cash and 
software or hardware as well. All entries must be received by 
October 1 . Contact Tomas Rokicki for more information. 
Write to him at Killer Demo Contest, Box 2081 , Stanford, CA 
94305, or send electronic mail to Chuck McManis, ID 
'cmcmanis' on the BIX network. 
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The Consumer Electronics Show 

and COMDEX 



by John Foust 

With the shipment of the Amiga 500, and incipient shipment of 
the Amiga 2000, Commodore had a strong presence at the 
Spring COMDEX held in Atlanta June 1 to 4. Commodore 
held a national meeting of its dealers the day before the show 
to explain its new marketing policies and demonstrate the 
latest software and hardware for the Amiga product line. 

Oddly, the Summer Consumer Electronics Show took place 
before the Spring COMDEX. CES started Saturday May 30 
and COMDEX started Monday June 1. There was little Amiga 
presence at CES. Commodore did not have a booth. They 
were in Atlanta preparing for COMDEX. 

Among the microcomputer software vendors at CES, the flight 
simulator was king. The Microprose booth had a large 
helicopter flight simulator to promote its game Gunship. It is 
currently available on the Commodore 64, but they said the 
Amiga version will be ready this fall. The top of Atari's booth 
had a real-life small-engine plane. Many of the STs were 
running flight simulators, and booth personnel dressed as 
flight attendants. 

Electronic Arts representatives showed Earl Weaver Baseball 
on an Amiga 2000 in the SoftKat booth. In their own booth, 
Progressive Peripherals and Software showed their Amiga 
products such as Logistix, Superbase, and the Megaboard 2 
megabyte memory board. Although many of the Progressive 
people are based in England, they still make it to all the big 
shows. They have a Denver office as well, but Progressive 
remains one of the few Amiga-supporting companies who 
host their own booth at shows such as this. 

I met Sky Matthews and Jeff Simpson, the creators of the 
game Alien Fires. They said Alien Fires is part one of a five- 
to eight-part series of computer games. They will have some 
sort of arcade game by the end of the year. They claimed 
they had never watched the television series Dr. Who, even 
though both their game and the series have characters known 
as 'Time Lords." 

A company called Show Tek showed a vertical market 
application centered around the Amiga. Their booth held two 
Amigas, a laser printer, two video cameras, a Digi-View, two 
video tape recorders, several monitor screens, a Polaroid 
Palette screen printer, a high-end Calcomp color printer, and 
a complement of video special effects hardware. It was an 
impressive sight. 




Show Tek Booth at CES 

This system can edit and title video recordings, plus offer 
other specialized services such as converting film movies to 
vieotape. It is bundled with both custom and off-the-shelf 
Amiga software. One of these custom programs converts 
Aegis Draw output to PostScript for the laser printer. Accord- 
ing to company president Herb Vendig, this system will sell to 
sell to video stores, photo labs, and startup businesses that 
do video titling. 

Mastertronics is one of the video game companies that 
licensed the Amiga 500 circuit board from Commodore. (The 
other game companies are Bally Cente and Grand Products.) 
In cooperation with Arcadia Systems, they are using it as the 
controlling electronics in stand-up video game systems. The 
game development takes place on an ordinary Amiga. Once 
completed, the software is loaded into ROMs, and the game 
starts when power is applied to the machine. 

They plan to convert more than a dozen games to this 
machine design, and later port them all to the Commodore 64 
and Atari ST, as well as the commercial Amiga market. At 
CES, two games were shown running on the Amiga 500 
design, a Boulderdash relative called Rockford, and a game 
called Road Wars. 

Arcadia engineers looked at several machines to be used in 
video game systems. They researched the Atari ST, but 
found its lack of a video blitter to be a serious detriment. 
They became interested in the Amiga and attended local 
user group meetings. 

continued... 
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COMDEX dealer meeting 

The day before COMDEX, Commodore had a meeting with 
many of its dealers. The meeting was held at the Stouffer 
Waverly at the edge of Atlanta. Approximately 250 dealer- 
ships were represented. Altogether, more than 500 people 
attended, including many Amiga developers. 

Many Amiga dealers received a demonstration Amiga 500 the 
Friday before the meeting. The crowd was excited at the 
announcement that the Amiga 500 was shipping in quantity, 
starting in a few days after COMDEX. 

In his opening speech, chairman of the board and acting CEO 
Irving Gould described the tasks prepared for the new team. 
"We have not done a good job in the United States. Commo- 
dore is exceedingly well-known in other parts of the world. It 
tells us one thing. We can do it. I can also tell you that we 
are determined, in the future, starting today, to start to capture 
the same percentage of market we have in the rest of the 
world. We know how to do it. Don't ask me why we haven't 
done it. I can tell you we have done it, and we are totally 
committed to doing it in the United States." 

This was the first public appearance of the new managers Al 
Duncan and Richard Mclntyre after the dismissal of Thomas 
Rattigan. From one perspective, Gould pointed out, the 
managers are not new; they have been with Commodore for 
many years. Al Duncan spent six years as general manager 
in Europe, Canada, and Italy, before moving to this general 
manager position. In his speech, Duncan proudly announced 
60 million dollars of long-term financing Commodore received 
from the Prudential Life Insurance company. 

Richard Mclntyre has been with Commodore for about seven 
years. Four years of that were in Canada. According to 
Commodore marketing guru Frank Leonardi, Mclntyre was 
key to the launch of the Commodore 64. Mclntyre will focus 
on marketing in retail channels. In his speech, he empha- 
sized the Amiga 500 as the "Commodore 64 of the Eighties." 
He described his belief that there are many applications that 
are "Amiga-only products," such as databases with pictures. 



^^H 


S.& .;■. 








ii-; " " 


*'"^ 




«■«» 




K 






«>-«-^ 


HMj 


1 


m%M 


rn 


is" 




'4 


^^ 


^^^^^f --|j-;W 


^%^m 




■ ■ '« 




t 


K 


■B '''-;;: ':m| 


^»J 




% 


i 


t.,,. 


m 


^MB|^^^ 


M^ 


" ' ^^^. 


^^ 


■"' 




i 


i^""^^ 


w 


^ 


^f!"" 


\ 




I 


I ^ 1 


s 


1 


i^ 






\ 


1 T 





New Commodore CEO Irving Gould and new 

MANAGERS AL DUNCAN AND RiCHARD McInTYRE 



Mclntyre and Leonardi described a new long-term strategy for 
Commodore's marketing of the Amiga 500. They hope to 
convert existing Commodore 64 and 128 owners to the Amiga 
500 through promotions to Commodore user groups. 

Leonardi promised the dealers that the Amiga product line 
would not be sold through mass marketing, to much applause. 
He said there are more than 900 dealers of Commodore 
products now, and they hope to expand that to 1500 by the 
end of the year. 

Commodore officials did confirm plans for an educational 
discount on Amiga machines, as well as a trade-in policy for 
present Amiga 1000 owners. The details of the trade-in were 
not set at COMDEX time, but they promised to send a letter 
describing the plans after the show. As one dealer put it, "At 
least they gave deadlines for the deadlines." 

Commodore justified the Amiga 2000 price by comparing its 
capabilities to a similarly-configured Mac II system. Several 
dealers expressed the idea that the Amiga 2000 price can be 
attributed to the trade-in offer. A higher price makes the 
trade-in offer more reasonable from a dealer standpoint. 



0-64 emulator 

A working Commodore 64 emulator was demonstrated to 
Commodore in a private session. It is being developed by 
Software Insight Systems, formerly known as Software 
Kingdom, from the name of an affiliated dealership. It has a 
hardware device that sits on the parallel port. This gives 
access to Commodore 64 serial bus peripherals such as the 
1541 disk drive and Commodore printers. There is no 
cassette interface. If all goes well, the Go 64 emulator will be 
available in late July. The list price will be about $150 for the 
software and hardware. 

The brains behind this product are Chris Zura and Cliff 
Dugan. Originally, the company sought to license an image of 
the Commodore 64 ROM. Since then, they have developed 
their own ROM system, much in the manner of the clone 
maker ROMs in the MS-DOS world. 

According to Zura, "The prime objective was compatibility. 
That was the thing that went against the Transformer." The 
current version does not emulate the SID sound chip, but 
Zura said everything else works including such things as 
raster interrupts. 

Future versions of the product could be enhanced beyond the 
Commodore 64's own abilities. For example, they could give 
the 64 an interlaced display, or add a turbo disk interface to 
speed the dreadfully slow 64 disk drive. 



MImetlcs 

Mimetics showed several new software and hardware 
products, all related to music and video. At the dealer show 
before COMDEX, they were giving away an album produced 
with SoundScape, recorded by a Canadian group. 
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One new module for their SoundScape program is a program 
that makes the user interface look like a portable stereo. 
According to Mimetics marketer Joy Weigel, "If you can 
operate a ghetto blaster, you can operate the new front end. 
Other new modules include Yamaha DX patch librarians and 
patch editors, a sampled sound editor, and controllers for 
video equipment. 

In their hospitality suite, they showed ImaGen, a genlock that 
fits the entire Amiga line. Both PAL and NTSC versions are 
planned. It retails for $179, available later this summer. They 
showed the prototype FrameBuffer, an alternate graphics 
display that gives 16 million colors at 640 by 480 resolution. 
The expected price is $699, with the optional real-time 
digitizer at $199. 

Gold Disk showed the latest incarnation of Professional Page, 
their planned upgrade to PageSetter. This version is geared 
for use with a laser printer, although draft output can be sent 
to a dot-matrix printer. It can produce large documents, both 
in page size and number of pages. It has provisions for 
producing color separations for commercial printing. Most 
often, color printing involves the decomposition of a color 
image into cyan, magenta, yellow and black renditions of the 
image. Printed on top of each other, they reproduce the 
original image. 



Networked Amigas 

Ameristar showed their line of network cards working in the 
Amiga 2000. One implements the Network File Service (NFS) 
on top of the TCP/IP protocol, another conforms to the 
ARCnet protocol. 

As a companion to Ameristar, a custom software design 
company called mc' showed a videotape rental system based 
on the Ameristar ARCnet card. 

According to James Thompson of mc2, "There is no such 
thing as packaged software that meets every need," so they 
write custom software for a customer's need. In the case of 
the video store software, the mc2 programmers spent some 
time working in the video store to get a feel for what was 
needed. They developed a system of networked Amigas 
connected to bar code readers. Each video tape has a bar 
code, similar to the UPC product code on groceries. Each 
video store subscriber has a membership card with another 
bar code sticker. 

They plan to market the interface for the bar code reader. It 
can read the 3-of-9, UPC, 2-of-5, and 3-of-7 bar codes. They 
also have software for printing bar codes. 



Maxine Headroom 

One of the most impressive demonstrations in the booth was 
the the "Maxine Headroom" demo from New Tek. I still wasn't 
tired of it by show's end. They videotaped a woman saying "I 
was captured by Digi-View from New Tek," then digitized the 
sequence into a series of HAM images. The soundtrack was 



digitized as well. Played back on the Amiga screen at full 
speed, the animation still looked like video. By doing Max 
Headroom-type "Di-Di-Di-Digi-View" tricks, the demo lasted 
for two or three minutes before repeating. 




DiGi-ViEw's Maxine Headroom 

They have a device that stabilizes the video image from a 
video tape recorder still-frame so Digi-View can digitize an 
image from tape. They hope to market it in the future. 

Again, New Tek showed the Digi-Paint HAM paint program. I 
continue to be impressed with this program. I wish that users 
in general could buy it, so they could like it, too. I've seen it at 
shows for the past seven months, and I've played with several 
very different beta versions of the program. 

The program has been advertised and demonstrated since 
December 1 986. Museum officials at the Museum of Amiga 
Products That Never Showed Up are considering the induc- 
tion of Digi-Paint. Officials said a Museum membership may 
open up if Amiga Live! ships. Another Museum source said 
Digi-Paint could be inducted quickly because of an open spot 
on the wall next to the Textcraft Plus award. APTNSU 
Museum officials are notoriously slow to act on such matters, 
so Digi-Paint may make it to market before it can be inducted. 

When I wrote this, Digi-Paint was still not for sale. At the last 
moment, Saturday delivery Federal Express, I received 
completed packaging, a printed manual and "near-finished" 
version of Digi-Paint, so it can't be far off. It will sell for 
$59.95. 

Aegis Development showed still frames from VideoScape 3D, 
their upcoming animation package. They also showed a beta 
version of Audio Master, a sound editing and sampling 
program that should sell for $59.95 in August or September. 

Meridian Software showed Zing Keys, a hot key macro 
program, as well as an upcoming product called Demonstrator 
that can record and replay mouse movements and any key 
sequence. It will sell for $34.95 this summer. 



continued... 
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Associated Computer Services showed their video products 
Station Master, Weather Graphics, the special effects 
generator called E F/X and a character generator. This 
system is designed to replace expensive TV station manage- 
ment hardware with an Amiga. They hope to have a library of 
clip art available soon to complement these products. 

Microlllusions has announced Music-X, a professional MIDI 
recording and editing program. It is still in development, it is 
hoped to be released sometime this fall. They are also 
considering development of a high-end animation program. 

Fruit Friend 

There were other software developers wandering the booth. 
To the trained eye, they are easy to spot. They carry a 
backpack full of their own hardware and a box of disks. 
(External drives were in short supply in the booth.) At a 
moment's notice, they commandeer a vacant or not-so-vacant 
Amiga 500 and demonstrate their product. 

One developer, Larry Daniels, was the author of UBZ Forth. 
He reports he is now working on it full-time, so the product 
might be released in next few months. Another was Michael 
Plitkins, author of Fruit Friend, a program that can read Apple 
][ disks in an Amiga 5 1/4 disk drive. Pulling an extra drive 
from his backpack, he demonstrated this to me. It can read 
and write Apple DOS 3.3 and ProDOS disks. 

Pre-COMDEX rumors said two future products were to be 
shown privately. These include a higher resolution Amiga 



graphics chip, with resolutions of at least 1024 x 800 pixels, 
and a 68020 coprocessor board for the Amiga 2000 that 
reportedly can run Unix. However, neither product was 
shown. .AC* 
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PO Box 60238 

Station A Palo Alto, CA 94306 

(408)741-0117 

Go 64 Software Insight Systems^ 

122 Prospect Hill Road 

East Winsdor, CT 06088 

(203)627-8238 

New Tek 

115 West Crane Street 
Topeka. KS 66603 

Gold Disk 

2179 Dunwin Drive #6 

Missisauga, Ontario 

Canada L5L 1X2 

(416)828-0913 

(800)387-8192 

Meridian Software 

PO Box 890408 
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(713)488-2144 
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AMIGA" & COMMODORE" 
PRODUaS 

Prices so low we will not advertise them . . . 
We will not be undersold! 

Inside CA 1-818/366-5305 • Outside CA 1-800/443-9959 

KJ Computers, quite possibly tiie larsest Amisa dealer in the USA, stocks all Amisa and 
third party Amisa products, as well as most popular peripherals and supplies. KJ is 
easy to do business with, their staff is knowledseable, and deliver/ fast. For all this, and 
best pricing available, give KJ Computers a call today! 
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The AMICUS & Fred Fish 
Public Domain Software Library 

This software is collected from user groups and electronic bulletin boards around the nation. Each Amicus disk is nearly 
full, and is fully accessible from the Workbench. If source code is provided for any program, then the executable version 
is also present. This means that you don't need the C compiler to run these programs. An exception is granted for those 
programs only of use to people who own a C compiler. 

The Fred Fish disk are collected by Mr. Fred Fish, a good and active friend of the Amiga. 

Note: Each descrqation line below may include something like 'S-O-E-O*. which stands for 'source, object file, executable and documentation'. Any combination of these letters 
indicates what fomis of the program are present Basic programs are presented entirely in source code format 

mowng company, a serem from HnMI ContnKtisn Set a TV 
nsMcastor, tie PaintCan, a world map, a Poreche. a shuttle 
mission path, a tyrannosaurus rex. a planet view, a VISA card, 
end a iMvspeed. 

AMICUS Dlik 7 DIglVisw HAM demo picture dak 
This tf £k has pictures torn tte DgiView hold-end-modiV video 
di^tinr. RindudesthelatfieswilipencilsflrHJtoilypopSilheyoung 
girl, the buDdozer, tie horse and buggy, the Byte cover, the 
(fictionary page, the robot and Robert This includes a program to 
vieweach picture separotoly, and all together as separate, sidable 
eoeena The taveiibm' program, to Urn any saeen into an IFF 
picture 

AWIgV9P!nH> 
Cprograme: 

Browse viewlBxtf3eBonadiik,using 

menus &E^ 

removes comments and white cpaoB 
from Cfiea^S^ 
EXECUTE a ssries of commands 
from Wofkbonch S^ 
PDScreentXnip dumps Rastportof highest screen 

toprintor 

sets a second image for an loon, 
when cSeked once S€ 
makes windows for a CLI program 
to run under Workbench S-E 
SmaliClock acmslldgitalclockthfltGilBina 

window menu bar 
Soimper the screen prinlBr in the fourti 

Amaiing Computing, S-E 
Affllgi Basic Pirognmi: 

(Nats: Manyof these programsarepresenton AMICUS 
Diekl. Several of tw e e were converted to Amiga Basic; 
and are included here.) 

AddrescSook a simple address book database 

Boll draws abaB 

Ooad program to convert CompuServe 

hexfles to binary, 84) 

Que the game; htuHon driven 

Odor Art art drawing program 

[MucsDraw the drawing program in tie 3rd 

issue of Amazing Compuf ng. &0 
Biza conwMsafonal computer 



ABasle prognms: GrapMca 


ROMWack 


Ipe on using ROMWadt 


SDSofds 




Sounds 


explanalonofthe kistumentdemo 




datafles 




sound file femiat 


Blodts 


draws blocks 


Speed 


refutaf on of the Amiga% CPU and 


Cubes 


draws cubes 






Ourer 


draws piekiies h tie style of Durer 


WackCmds 


Ips on using Wad( 


FSespe 


draws fraotol landscapes 


AMICUS Dlik a 




Hidden 


SDdrawing progrm. w/hidden Ihe 


C programs: 






removal 


aSb 


AmigaOOSobjectlibrary manager 


JPad 


simple paint program 




.S-E 


Opi»al 


drawssverriopicalilusions 


ar 


textfileaichh» program, 8-E 


PeintBox 




fixobj 


auto-chops exeouteble files 


Shuttle 


draws tie Shuttle In 3d wireframe 


shell 


dmpleai8hdl,S-E 


SpeoeArt 




8q,u8q 




Speaker 


speech unity 




afamaiargwM>,8€ 


Sphere 


draws spheres 


Make 




Spiral 


draws odor spirals 


E 




ThreeOee 


3d function ploto 


Emacs 




Topography 




editor. 




Wheels 






S€-0 


ytmoi 


draws fractal planet landscapes 








b8Barch.aGm 


bliary seafch code 


AddrestSook 


simpledalBbese program for addresses 


qsortasm 


UhbccompafbleqsortOfuncfion. 


CardRle 


simplecflrd lie database program 


source 


and Ctost program 


Osmo 




eefmixasn 


ae^pO code for LAttios 102 


KeyCodes 


shows kaycodesfor a key you press 


SVprlntf 




Menu 


nn many ABesic programs froma 


tree&o 


UnixcompefdeteeO tjnct!on.OD 




mem 


(This disk formerly had FF spedfieafon fles aid examples. 


MoreColors 


way to getmorentors on the screen at 






onoe; using aliasing 


been moved to their own disk in the AMICUS coleGtion. They 


shapes 


simple color shape designer Speekit 


are not here.) 






speisch and narrator demo 






Animate 




BriekOut 


dassksoomputer brick wal game 


Gadgets 


totorialongadgeto 


Othelki 


ateo known as Igo' 


Menus 




Saucer 


ample shoot-em-up game 


AMICUS Dlik a 




Speliig 


simpletolkingspelinggame 


C programs: 




ToyBox 




Xref 


a Ccrossfeferencegea, S-E 


ABssk programs 


Sounds 


Gbiteolor 


extra^wrt-brlghtdip gfxdemo,S-E 


Entertainer 


plays that tone 


Chop 


tuncato (diop) fles down to die, 8€ 


HAL9000 




Oeenup 




Ponce 


simple poSoe Sinn sound 




lies 


SugaPlum 


plays The Oanoe of the Sugarplum 


CR2LF 






Fairies 


in 


Amigafies,&E 


CpregraniK 




Error 




ATemi 




Helo 


windowex.fromtieRKM.S 


oc 


aid tocompifng with LattioeC 


Kermit 




deevnt 


oppositeofCONVERTforcross 








devefopere 


Scales 


sound demo plays scales. &E 


Oot^ 


80uroecodBtothe\dot^ wtndowdemo 


SkflwB 


Rubik cube demo in hi^ cdors. S-E 


echox 








S.CM) 


Automate 




fasterfp 




CrazySghto 


card game 


FixDito 


fbcesfutoredatosonaflfleson a 


Graph 


iffKiongrapNng programs 


teedrsw 


disk,S€ 

simpte Workbench draiMng program,S-E 


WithingHour 
AfiasiCpregrBmK 


agame 


GfxMem 
Oiep 


gr{f)hie memory usage indicator, S€ 
seorchss foragiven sting in afie, with 


Cesno 


games of poker, blackjack, doe, 
and crape 



otifix 
quidt 



shows Or the hoU-end^odify method 
of cdorgenerafion 

fest pwalkri cdM transfars iMlNeen on 
IBM and an Amiga 
Manddbrot set program, S-E 
paSerrted graphc demo, S-E 
makes LatfoeC object fie ^imlxds 
vidbletoWad(.&€ 
quick sort slriiiys routne 
example sample wirvlow tO 
sefaoe turns on ktlsrlaoe mode, 8€ 

sparks q'>*Vl* gnf)^ dsmo, S-E 

Ohar exseutibia programs: 
SpeechToy sp ee ch de wiomt ralon 

wmichFont displays dl AMuable forrs 

Texto: 
68020 describes 66020 speedup board from 

CSA 
Aliases explains uses of tw ASSKa4 command 

Bugs knownbugf8tinLatioeCa02 

CUCerd retefsrwe ca rd for AmigaDOS CU 

CLICommands guide to using fwCU 

Commands shortsr guide to AmIgaOOS 

CLIcommands 
EdCommands guide to twSedNor 

AffligaDOSflflnamewldcard 



explains rare graphics cNps that can do 



desc/jpfon of the sarld port pinout 
tips on self ng Mpyour RAM: disk 



Qomoku dso known aalothdlo' 

Salwtage Gortofanadventufegame 
Executibis propims: 

Dsassem a 68000 disassembler, E-D 

DpSfide diowsagiven8etoflFFfMcture9;E-0 

Arrange a text formating program, EO 



a terminal program witi speech and 
Xmodem, S-E 
AMtCUSDIik* Rise from the eriginsl Amiga 



TachnialBflS 
Note tnt some of these fles are old, and refer to dder 
versions of the operating ^item. These fles came from the 
Sun qrstem that served as Amiga technical support HO for 
mostof196S. These files do not carry a warranty, andarefor 
educational purposes only. Of course, thafs not to say they 
don^work. 

Complete and neeily up-to-date C souioe to Imagejed*. an early 
versfon of tie kon Editor. This is a tittle fidty, but compies and 
runs. 

An Intoif on demo, in full source, indutfng files: demomenux, 
demomenuZc. demoieq.c, getasdLc; idemcc, ktomcgukJe, 
klemo jnake, kiemodLh, nodosa, and toMritSjC 
addmem.c add extsmd memory to tie systsm 

boblBstc example of BOB use 

corttolelQA console D example 

cieaportc cieato and duleto porto 

cmastolc create standaidlOiequeste 

osstBSkjc creaing tBs( examples 

diddcc exampleoftadtreadandwrito 



dotV.c 


souioeto tie Votty window/ demo 


dudpl8y.c 




floodc 


floodfllexample 


freemapjc 


dd version of "freemap* 


gdtoohu: 


todsforVSpritesandBOBs 


gt(mem« 


graplfc memory usage intficstor 


hdlo.c 


window example from RKM 


inputoev.c 


adding m input handlerto fie input 




stream 


joyslik.c 


reading the joysMt 


keybd.c 


dfect keyt>oaro reanng 


layerte&c 






test mouse port 


ownltox; 




ownia).8sm 


example of meWng your own Sbrary 


with 


Lattioe 


peratestc 


taste pardM port commands 


seritesu 


teste sens port commands 


serisampe 


example of eerial port use 


pHninfrjC 


sample printer interface code 


prtbaseJi 




leginte&c 


region test program 


setlaofte 


souoeto interlaoeonA)!! program 


nIperdMi: 


set the attributes of the paratol port 


SetSeridx: 




oftw 


seridport 


dngplay.c 


dngle playfieid example 


Epeednoy.c 


source to narrator and phonetics demo 


fmeddy.c 


ample timer demo 


fmer.c 


exec support f mer foncf ons 


fmrstufx: 


moreexecsupportfmer functions 


WhidiFontc 


loads and displays dl avdlaUe system 




fonte 




autorqst.txt 


warnings of deadodtswiti 






oonsoleD.txt 


copy of the RKM console lOchapter 


(fitidbnltxt 




Ulfunctxt 


listoffdefnes.maeros.funcfons 


inputoev.t(t 





License kiformation on Workbench dsfribuf on foense 

printer pre-rdease copy of tt» chapter on printer driven; 

from RKM 1.1 v11fd.ti(t Uifr of .Id lie changes from version 

1.0 to 1.1 v28v1.dff tffr of indude file dianges from version 

2Bto1.0 

AMCU8«ik5 Rise from «w Amiga Unk/ 

Amiga brformittoo Nstwwk 
Note that some of these fites are old. and refer to oUer 
versions of tt« operating systsm. These files se from Amiga 
Unk. For a time; Commodore supported Amiga Link, aka AEN. 
lor online devdoper tochnied support It was only up and 
running for several wedu. These files do not carry a warranty, 
and are for educational purposes only. Of course, thafs not to 
say twydont work. 

A dsmo of Intuition mcnut ealtsd 'menudemd', In C source 
wAwreisjc firxl a fie searching all sulxfrectories 

l)obtBsLc BOB programming examfrie 

sweepe sound synthesis example 

Assam bisr flise: 

mydev.asm sample device <friver 

myibiaam sample Gbrary example 

mylbJ 

asmsuppLi 

macro&i assembler indude ties 

TextK 

amigaticks tips on CUcommands 

extiSsk odsmd ddt spedfieafon 

game port spec 

psrdM port spec 

eerid port spec 

list of new fsatores in wrsion 1 . 1 

VfifT of indude file changes from 
version 1.0 to 1.1 

RIes for buildhg your own printer drivers; indudng 
dospedd.c; epsondat&c; initasm, printer.c; printer.link, 
printertag.asm, render.c; and waitasm. This dsk does contain 
a number of files describing the IFF ^lecificaf on. These are 
not tie latest and greatest files, but remain here for Kstoricd 
purposes. They indude text files and C source examples. The 
latest IFF speciselsewhere in this Ibrary. 



vl.lupda 
v1.1h.titl 



IFFPIduree 

This tfd( Mudes ttw DPSide program, which can view a ^ven 
series of FF picturei; and tie 'chowpicf program, whkh can view 
eachfileatttiedickofanlcon. The pictures indude a screen from 
ArfcFox. a Degas danosr. tie guys at Eleetonic Arts, a gorilla, 
horses. King Tut, alightiouae, asaeenfrom Marble Madness, the 
Bugs Bunny Martian, a still from an dd movie, tie Dre Straite 



Crunch 



OMto 



ROR 

Shuttto 



the game; as known as ^' 
SOratnazegame 
boggling graphics demo 
draws 3D pictures of the speoe 



Spefiing simple ^Mling program 

YoYo wierdzero^ra^yo-yodemo; 

tracksyo-yo tothemouse 

Exscutstals programe: 

30cube Modula-2 demo of a rotating cube 

Alttoon sete a second icon image; displayed 

when tie icon isdicked 
AmigaSpeO a dowbutdmplespdlchedter, E-D 

ere the ARC fie compresdon program, 

mu8{4iavefor tdeoom,E-D 

grapltcsdemo 

prog, to rescue trashed disks; EO 
KwikCopy a quick but nas^dtek copy 

program: ignores erran; E-O 
UbDr Gstehur*8inanotjectfleE-D 

Sev^LBM saves any ecreen as FFpioE-D?? 

Screen IXmp sharmnre screen dump prog, E only 

StarTerm version 2.0, torm program, Xmodem 

E-O 
Texto: 

LattioeM^ t^s on fixing .mdnx In l^tfoe 

(SXckOrive makeyourownSIMdrive 

GuruMed explains tt» Quj\i numbers 

Lat3i03bugs buglistofl.aSioeCverdon a03 

MT o r ge n ev user^viewoftiteMcroFbrgeM) 

f^intSpoder EXECUTE-besedprintspodprog. 

.BMAPfilet: 

These ate the necessary links between Amiga Bade and the 
system Iforaries. To take adwntage of the Amiga^ 
capaUities in Bade; you need these filea BMAPs are 
induded for \disf, tonsofe', Vidtfonf, 'exec', loon', 
Intuifon'. layers', Yndhfip'. malhieeedoubas^, 
taalhieeedngbesf, ^nattitransf, )>otgo', timer* and 



Amiga Basle Regramt: 

RighlSim dmpleflightdmulatorprogrBm 

HuePdette expldns Hue; SatiraSoa and 

Requester ex of (toing requesters from Amiga 
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TM>: 



TVef 



Amazing Computing. RCTeSi 
and displays polygons to create 
three dinensional objects. UptD 
24 frames of onmsbon con be 
created end dsplayed. E-0 
Uke hg, windows on screen run 
sway from fw mouse, E-O 
DecayaT fie CU window into dust 
InModma^S^-O 
Adds layered shadows to 
WofWMnch windows; E-0 
Disklfl 

This d£k carries several programs from Amazing 
Computing. The FF pictures on ths (fisk indude the Amiga 
Wake pert T-shirt logo, a cixteen-color N-res image of 
Andy Griffith, and five Amiga Livel pictures from the 
Amazing Stories episode ttatfeatirod the Amiga. 

Linear equalon solver in assembly 

l»iguage,S€-D 

Bf)^ COiBf/B AmigaBeac tuterid. 

&0 

Bryan CalleylB AmigaBasc 

household invsntsry program, SO 

Jim Shields' Waveform Workdv)p in 

AmigaBeac; SO 

John Kennan'fiAmigaBascdsk 

librarian program, SO 

Ivan Smtfi^ MiigaBesie subscript 

example, SO 

C programs and executables for 

Harriet Maybeck TolV% IntiHion 

tutorials; &EO 

Bob ffiemerema^ example for 

malmg smaB C programs, S-EO 

Make C look ia« COMAL header file, 

SO 

Mates Emocs function key 

deinilons by Qreg Douglas, S-D 

Snoop on system resouroe use, EO 

Bard's Tale character edtsr, EO 

CU program shows the size of a 

given set of f9es,EO 

CU window utiity reazss current 

window, S€0 



Steve Michel AmigaBesc tools, SO 

BOB and iprite editor written in C, 

S€0 

Sprite ecfitor and animator by Brad 

Kietor,EO 

Bttter chip exptorstion C program 

by Tomes Rokicki, S-EO 

Image processing program liy Bob 

Bush loads and saves FF images; 

changes them Mth eewral 

tBChnques,EO 

Completo home banking program, 

balance your checkbook! EO 

Console device demo program wnth 

supporting macro roufinesL 

Creates a visual diagram of free 



"SoolESemo 




Synt»EizBr 


sourxi program 


WorldMap 


draws a map of tw world 






Boingi 


' latBstBoir«ldemo,wifi selectable 




speed, E 


Brurii2C 


converts an FFbnjGh to C data 






BruEh2loon 


converts IFF brush to an icon. E 


Dazzle 


graphics demo, tacks to mouse, E 


DBiXa. 






66010 errors; S€0 


Mock 


menu^er dock and date display. E 


life 


the game of life; E 


TimeSel 






anddate. 


BKEmace 


another Emacs. more orwnted to 




vwid processing. 8-EO 


Myai 


ecu chefl. works whhoutthe 




Workbench. S-EO 


TartK 




FhctiKeys 


explains howto read ftxKf on keys 




from Amiga Basic 


HackerSm 


explains howto win tie game 


Slacker' 


•n 


kttseoio 






Amiga 


PrintsrTip 


tips on ssnding escape sequences to 




your printer 


StartupTip 


tipsonsetfngupyour startup- 




sequence fie 


Xfrmrneview 


listofpragransthatwork with the 



Ptbitsr Driven: 

{Winter drivers for te Canon PJ-1080A. f« C Itoh 
Prowriter, an Improved Epson driver that eliminates 
steaking, fie Epson LQ«». the Gemini 8tar-10, the NEC 
802SK the Okidata ML-92; fie Panasonic KX-P10xx family, 
and the Smith-Corona D300. with a document describirig 
tie installstion prooessi 

AMICUS PI tk 10 InitiumtrrtMunddemM 
THs is an ioon^iriven demo, diculated to many deafera It 
indudes the sounds of an acousiicguitar. an alarm, a benjo. a 
bassgutar. a boink. a caliope, acar horn, daves, water drip, 
electric guitar, a tute. a harp arpegio. a kickdmm. a 
marimba, a organ minor chord, people talking, piqt, a p^ 
organ, a Riodes piano, a saxophone, a titB, a snare drum, a 
steel drum, bells, a vibrophone, a viof n, a wailing guitar, a 
horse wlinny, and a wh'sOa 



brtuifiorvbased, CLI replacement 

managef, &c 

shows and adjusts priority of CU 

procesaB8;&E 

shows info on CU processes, S-E 

displays CompuServe RLE pes, &E 

poinlBr and sprite ecfitor program 
opfimizalon ex ampto from AC 
ar«de 

large; animated calendar, diary and 
date book program 
loan amorfzxtons 
converts smal FFbruthesto 
AmigaBecie BOB O&ECTS 
dm* and play waveforms 
draws Kbeftcunres 
mad lo story generator 
tdidng maifng 1st program 
SOpephlcB program, from 
Amazing Computing™ arlde 
mouse taddng exampfe in hires 



C programs 



AmigaBasic programs 



grids 
Nbert 



mousetradc 



dot 



slot machine game 

pachinko^kegame 
weird motes sirange sounds 

Executable programs 

cp unix-liwoopyoommand, E 

ds 6craenctoar.S€ 

dilf urax-ike stream edhor toes W 

ou^tofixftes 
pm durt recorder performances 



switii 



Assembler programs 

ds ecreen dear and CUargumente 



mowig^wnn graphics demo 
converts Modula-2 keywonto to 



Fbrf) Oreshohan drde algorifim exsmpto 

Analyze 12templatesfortheEpreadtiieet 

Anslyzel 
There are four programs here fut reed Commodore 64 
pJctureftesL They can frandatoKoaia Pad. Doodte, Print 
Shopand News Room gmpHcstoFF format Ofoourao; 
gelfng f» ftes from your &64 to your Amiga is tte hard 
part 

AllCli8Dlik12 
ExBGUtfibie programs 
blink VhK compatitib Inker, but teter. 

EO 
dean spins the disk for use wifidld( 

eieenere;EO 

seivfs Epson settngsto PARifrom 

menu,EO 

view li'^es pNtures in Iomkob 

supertrtnap, E*0 

toll the f me, EO 

undeleteeafte.E-O 

coiwerta Appte I low; medium and 

highrespic&MetoFF.EO 

meiii editor produces C code for 

menus; EO 



quick 


quickdok-t^disk nibble copier. E-D 


quidCA 






protedoaEO 


txedl.3 


demo of teDrteditor from Microsmiths; 
EO 


C programs 


spins 


rotating Uods grapHcs demo. S€0 


popdi 


start a new CU at fw press of a 




button,l](eSkiekid(.8€0 


vsprite 






Commodore, S-EO 


AmigaBBS 


AmigaBesic bUleIn boafd prog, SO 






starlO 


makes star feUs lie Star Trek 



infro,&EO 
Pictures 

Mount Mandelbrot SDviawofManddbrotset 
StarDestroyer ht-ies Star Wars starchip 

Robot robot arm grabbing a cylinder 

Texts 

vendors Amiga vendors; names, addresses 

cardoo fxes to early Cardoomentory boards 

dndude cross-refsrerwe to C indude fie8,w^o 

iKuoeswnai 
mindwaltor duesto playing fiegamewell 

sideshow mate your own didedtows from the 

KalddosoopediA 
AMKUSDIdtia 
Amiga Basic programs 

Roulnes from Carolyn Schef^xier of CBM Tech Support, to 
reed and disfriay IFF pictures from Amiga Bade With 
documenteten. Also included is a program to do screen prints 
in Amiga Betie. and fw newest BMAP files, with a corrected 
ConvertFD program. WHh example pictores, and the SevelLBM 
screen capture program. 

Roufnee to load and play FUtureSound and IF sound f les from 
Amiga Bade, by John Foust for Applied Vision& With 
documentation and C and assembler source for writing your om 
nbraries; and interfadng C to assembler in libraries. With 
example sound. 



Executable programs 
gravity 



Texte 
MIDI 






8d Amer Jan 88gravitaf on grapHc 
cimulaf on, 8€0 

md(s your own MDI instrument 
with documentation and a hi-res 
pjetm 



Several programs from Ama^ Compuf ng issues: 

Tods 

DanKary% Cstruetxe index program. S€0 

Amiga Basic programs 

BMAP Reader byTm Jones 

IFFBrwhZBOB by Mite Swinger 

AutoRequestsr exampte 

DOSHelper Windowed hdp system for CU 

commands; SfO 
PETrms irandatesPETASaiflestoASCI! 

ftes,S-EO 
CSquared Qraphice program from ScMntifc 

Amerkan, SeptBS^SCO 
oH adA or ramoires carriage returns from 

fles^ &€0 

dpdecoda decrypts DbIuxb Paint rsmovescopy 

protecfor\EO 
queiyWB adts Yes or No from the user, returns 

eat oode.&E 

vc VisiCtie^^Meaddiset no mouse 

control. EO 

view vfewstextftoswlfi window end sSder 

gadget EO 
Qng. Sprdng, yaBohg. Zdng are sprite^iesed Boingi sVfe 

demos. S-EO 
CLICIod(,8aock,wCk>ck are window borderdod(SkS€0 
Teiti 

An artide on long-perdstanos phospor monitora; Ipe on making 
brushes of odd shapes in Dduxe Pdnt and recommendations on 
ioon interfaces from Commodore-Amiga. 

IhiCpregrimt indude: 

^^ a file prinfng utility, whidi can print 

files in the bedtground, and wift line numbers and control 
character fiteiing. 
tm* (Ssplays a chart of tie blocks allocatad 

onaddc 
'Ask' quasfons an laxecute'fto. returns an 

error code to contol the execuf on In 

ttttbatohfle 
Staf an enhanced version of AmigaDOS 



Dssolver 



"Spawn' 

Commodore 

Amflrfs 



explains escape sequences the CON: 

devioe responds to. 

indudes template frv making paper to 

dt'n f» friy atthe top dthe Am'iga 

keyboard. 

progammer^ document from 

Amiga, describe ways to use the 

mulftasking capetdities in yot^ vm\ 



ijghr 

lyEgaSd' 
%tsr 

'Money' 



PopCLC 



random-dot dbsdwe demo displays IR* 

picture slow^. dot by dot in a random 

feshfoa 

invote new CU window at fie press of 

aksy. 

The aiacuttf • pregnma hehJdK 
^rm ito formating program through flw 

printsrdnverto aded printslyles 
OfkCof cotafogs dsks; mdntoins, sorts^merges 

fstsdddcfies 
T'Sound' SurHahdustrieif sampled sound 

ednor ft recorder 

makes icorts for most programs 

drawB great fr add seatoapeeand 

mourrtainscapes. 
WBnakouf 90gl8Ese8;creetobreakoutinanew 

'AffligaMonrtor' dbploysfsis of open fles; memory use; 

tB^ devfoes and ports in usa 
iCosmoroidsr verdondteteroktffort»Amig& 

^Sstefi^ high resdution graphics demo written 

iiModula2. 



AmlgaBade programK 

Y3rktf drawsound waveforms; and hear fiem 

played. 

aversion of fteTron figMcyde ^deo 
gama 

a game of soStaire. 
program to calculate batbng averages 
*fry to grab el the begs of money that 
you can.* 

AMICUS IS dso indudes tero beeuffd FF pkrtires, d the 

enemy walkers from the ice planet in Star W&r^ and a pictjre 

dacheetah. 

AMCUSIB 

juggler' demo by Eric Graham, a robot juggler 

boundng fftree mirrored bels; iwth 
sound e1fed& TwenV-four frames of 
HAM animaf on are flipped quicWy to 
produce this image. Youcoirtrdthe 
speed of the JuggSng. TheaufwrlB 
documentation Nrrts that INs program 
might someday be avaSable as a 
prockjct 

FFpleturae 

perodesof the covers of Amiga WbfM and Amazing 
Compuf ngmagazinea 

C programs: 

t^Krtiandler' example d making an Inputhander. 

TteZap7 binary fieediting program 

"ShowPrinf diplays FF pidue. and printe it 

XSen* program indexes and rafrievesC 



>n82Bnus^ 



the Amiga include ne ^stem. 

EncutibteftogrMie: 

TixHwik2' repdre an executabte program fito for 

expanded memory 
converts MudeStudo f3es to FF 
standard 'SMUS'fomiat I hare heard 
ttvs program mightheve afewbugsi 
espeddly in regerdsto very long 
Eongsi butitworte in mottcasesL 

liissie' Amigaversiondfieliis&to Command' 

This did( also contains sevefd fifes of scenarios for Amiga 
Right Simulator IL By putting one of these seven fifes on a 
blank disk, and itttorting it in the drhre aftar performing a 
cpedd command in tfiisgame. a number dimaresfng tocations 
are preset into flw Ffight Smulstor program. For example, one 
scenario plaoes your pime on Afoatraz. white anofier puts you in 
CentrdPaA 

Tdoommuncof ons dsk whudi contains nt termnd programs. 



•Comm'VI.33 




•ATemi'V72 


term prog. Indudes Super Ksmiit 


•VT-10(rVZ6 


Dove Wteker^ VT-IOO emulator wift 




»nodemJ(ermit and scripf ng 


■Amiga Ksmtir 


V40(OaO)portdfwUnixC-KBrmlt 


VTdCVaAl 


Tekfroiix graphics Isrmind emulator 




based on the Vr-100 prog. V2.38nd 






■AmigaHosf 






graphkxdilfesftCI&Bfie 




trarisferprotocd. 


TixHunk" 




■FotChr 






modem reodvedffes 


Txf 


titers text lies from ofier systems 




to be reed by fl« Amiga EC 


tiddmem- 


executeebfeverdonforusewifi mem 




expsBfonerfdeinACv2..1 


'ttC' 


■ fifedocumentBtionandabadctutorial 




onun^rdngfles 


'wn' 


formak8ing'tftrfifesE.C. 


AMCUSDItkH 




Logo 


Amiga veraon dtw popular 








programs; EO 


TVText 


DemoverdondtheTVText 






PageSdter 






updated PagePrint and PageFF 




progremsfor flw PageSetter 






FUlWindow 


Resizes any CU tMndow using only 




CU commands, E-0 


Ufead 


SOvenionofConwoy^UFE 




program. EO 


DsUisk 


CLI utility to re«sdgn a new 




Wbrkbendidid(.8-EO 


Cdendar.WKS 








SdKey 






programmer, Witt FFplOire to 






VPQ 


Video pettom geiterator for 




digning monitors. EO 


HP-1X 


D 


SdPlefs 




ont«1y.inQS€0 


StarPrdn 


Program dudes stelarevdution. 








M&006,S€-0 


HOT 


CverdondCdiiFmKhiB 




AmigaBede ROT program from 



Scat 
DK 



Drop6hadow2 



Sdve 



Gadgets 



Sul>scripts 
String. Boolean 



Skinny C 



EmaesKey 



AMonl.1 
BTE 



Compactor. 



frsemap 



joystidt 

teyboard 

layers 

manddtvot 

mouse 



prlntsr 
print E^)port 






sampfe input handfer, taps key or 
mouse CMenlB 

Shows how to set up the gameport 
device asajoystide 
demonsfrotes dnd oommunica- 
tionsMRlh thekeytnard. 
Shows use dthe layers ibrary 
FFManddbrdpR>gram 
hodcs up mouse to right joystick 

consoto window demo 

OemonstatBS aooess to fie perdid 

port 

opening and udng the printer, does 

a screen dumpy networking 

Printer support routines; nd 

working. 

sampfe process creaf encode, not 



region 
samptofont 



speechtoy 
speechxfemo 



demos split drawng regions 
sample font with info on creafng 
your own 

Demos the serid port 
Creates 320 X 200 playfeld 
latest verdon of cute speech demo 
dmplifed version d speechtoy. 
withD requeste 
di^tays a\reilal>fe fonte 
demos fmer.dwice use 
demos frakodid(drNer 
FndnshMBcDom^SoOfian 



FredFldiDldcl: 



amigaterm 

idfi 

bals 

wifibdls 

colortjl 

dhrystone 
dotty 



gad 



helo 
latf^ 



Graphca! benchmark for compering 

simpfecommunicafons program 

simulation d fie "kinetic fiingy* 

on strings 

Shows off use d hdd-and-modV 

Dhrystone benchmark program. 
Souoe to the 'dotty window' demo 
onihe WorkbenchddL 

A smaS 'pdnt* ^fpe program wifi Enes; 

\>axss,t/tm 

John Draper^ Gadgdtutorid program 

Graphed memory usage dsplay prog. 

demonstTBles "Exfra-Haif^rite* 

mode, if you have it 

dmpfe window demo 

aooess^ fw Motorola Fffit Roating 

Pnnt ibrary from C 

Sampte prog, to dedgn color petettes; 
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ommPriim\imotv»v$dSSSi 

dnmr. 

John Draper^raquMtBftutniiri and 

CMUnpiB pfOQHUn. 

Sotnpio spooch dBflio program. 
SWppad ootm Tp sB ch loy . 
Anod w apMch damo fto^fom. 

Object module Ibrarian. 
Unix-lihefronfendforLattoeC 



M(79 StrTrakgame 

ytdfOs OtoeQanw. 

FredPMiPitkll! 

dpiiide Me ihow program fydiapiayingFF 

imagesMifi mieoallaneouapidurM 

ftedFlahDtokIt 

anttgaSd ShoMse rotting 3 duneraional sold 

'Am^rignT. 

ArgoTemi s tofminal emiiator program, witlHi 






ma)»2 



Subset of IMx make oommanl 

Another make tubeet command. 

Small veriion of emect editor. Mitt 

mscroa^ no exteraions 
portv Pbrtablefleafehiver. 

xrf DECUSCaonnferenceufiV. 

FredFlahPlika: 

golNe Gothic font bemerprintof. 

raff AVor^textfomtattor. 

fl AvefyfsattadfomiatlBf 

crartfi . A highly portabie forth imptanentation. 

LotsofgoodieaL 
]d!ip XispHnotMOdOngconedy. 



nints horizontal banner 
ABoyar-Mooregiep^ks u% 
CNU Uftbt lepbnment yBcd", not 



bgrep 



bm Another Boyer-|ylooregrep4l«ufiv 

grep DEGUSgrap 

kermft s'mpie portalile Karmil with no connect 

mode. 
Myai ReplaoementaifortheAmiga. V.1.0 

mandel A MarKMbrotnt program, by Robert 

Ffench and RJ Meal 
IVednahDtikft 
cons Console device damo program w^ 

sjpporfng macro roufneoL 
teemap Cmdaeavisual diagram of taememwy 

kiputdev sampleinpvthandlar.tapekeyormouae 

ei«ntB 
joyatiek Swwshowtoaetuptwgameport 

device as a joystick. 



prhtsupport 



MJIh the keyboard. 

Shows use of tw layers I brary 

FFMandeferot program 

hooks upmouse to rightjoysfcfc port 

console MndOM demo 

Demona^alBsaooessto the peralM 

port 

opening and uifng tw prhtar, doee a 

screen dumpt notwoiWng 

nHilBr support rot/lnes, not woridng. 

sample process creation code, not 



le^n 



demos spftdfOMlng regions 
sample fontwifi info on creeSng your 



Demos fw serial pert 
Cieatos 320x200 playleU 
lalBst version of cute speech demo 
speecKdemo eimpHed verrion of 8peechtoy,Mtti D 



ainglePlaylield 



dspltysflMflaUefontB 
demos finer jdevice use 



ItolMxcompressk afle squeoBBr 

analog dock Impersonator 

upgraded Mrsfon of microemace 

fwndM(2 

ramoveamuHpleoocuringlinesin 

files 

demos using sound aril audio 

funelons 

Aflowschanging parallei port 



All o ws c ha nging serial port 



sorto quickaort baaed aort program, in C 

atripc Strips comments and extra 

whitoipacs from Csounse 
FredBihDMcTi 

Thisdisk contains fwexecutdUes Of the gane Hack V 1.0.1 . 
FfrinitiPliHg; 
INsdisk contains fie C sourceto HkH on diifc 7. 



DraMS moire pattsms in black and 



MVPTORTH 

prolf 



Mounlaii View Ress Fortf^ vorsion 
1X10.03A, A riiarewme version of 
ponlH from Fantatia ^fstwnsL 
a more powerful laxtfoimatBng 



flezap 
fxotj 

iff 

Id 
Is 



Program to toggle InMaoe mode 
onarvJoft 

anjbieraoube type demo 
movfng mtim GrapNcsdemo 

An InlBnMar adventure simuMon 

game 

cofwert a hex nto to binary 

Patsh program for any ^fpe of fie. 

Strip garbage off Xmodem 



Roulnea to read and write Hf 
format net. 



MnimfllUNK la; will Unix-style 

M^ldcerdbig, In C 

fito squsea and unsqueeze 



Shows a rotrfng 3 dimeraional wife 

Tame arrow. 
kM dtactory listing program 

loonExee 

ton programs for launching programs 

Tom worKoencn Uw pressmy oftiy 

work under CLl 

IMtas an icon diowa aecond image 

mrwi dcked once 
StarTenn fermirtal emulator. wDh/^BMnodem. 

dUar,mofB. 
firiFlilPHhia; 
A Bundte of Basie programi^ Indudbig: 



IwnitiPlihgg; 

AmigaToAlarl oonwsrto Amiga ofajectcode to Atari 

format 
OskSalv program to rooovofflesfrom a 

tashedAffligaOOSdisk. 
Hash example of fie AmigaDOSdbkhathing 

Hd Hex dump ufityalaComputor 

Lan^jage magaiine, AprI 86 
Mandefiroto Mandebrot contost winners 

MuMTaMng Tutorial and exmpiesfor Exec level 

mulftaddng 
Padt stripe wWl es p a ce from C souoe 

sample POrtHander pro-am fist 

performs Shows BCPL environment 

dues. 

Random rumtnr generator in assembly, 

for Cor assembler. 

aete the mome port to right or left 

tormind Emulator wHh speech 

capebiifes^XModem 

Damo edtsr from Mcrosmtfi^ Chariie 



SpeechTerm 
TxEd 



eu^aaslB 



Jdn 

menu 

Orfielo 



amigacopy band 
Inx brickout 



Copy 



hdku hdMOO 

haunlBdM hidden 
toz mmdd 



apaa 

s»iper 

tttk 



(nol»: eome programs are Abasto, most are AmigdMOie, and 
some programs aw prewntod In bofi languages) 
Fred Fish Disk 14; 

updatoofiiaMudesCaouioeto a 
iO hidden surface mnovd md SO 



Source for a lincflon that ganeralBs a 

beepaound 

esdracti toxt from wMiin C souoe 

demonsfratas N dknensiond graphica 

updatoofdUt 10. ails patch utOV 
uJ9datoofdid( 1. griipNcmemory 



stniCtinC 



converts 1^ iNUsh f las to Image 

toxt 

ampto ANSI VTIOOtomiind emUator. 

h80x258creen 

dmptolMxtah' style shel 

moriiy Unx oonipafble ^srmcsp^ 



Clock 



fredFlahPakia: 

graphics demo^ Iks Unix Vnrmi^ 

ample dfgltd dock program for the 

ffebar 

An eight^W lymmetf y dazrier -^ 

program. Reslypraiyi 

animafonofafah 

Arealyitioe monopoly game wriHtn in 

AbasiCb 

Okidato MJK driver and WorkBandi 

acreen dump pregnm. 

AdriNng program writlsn in Abad& 

A fraetd program wiitton In AbaiiCL 

AoompletooopyofthelataatdeMtoperFPdd( 



The NewTekOigi-Vlewvideodgifar HAM demo disk 



dumb tormina] program with bed. 



Plereieaae C Shel^ke shel program, 

history, toops^etoi 

wandera afleteei dspl^ftflaa; all 



PIgLafn 
Xi8p1.6 



doca on upgradng your Amiga to use a 

MC68010 

rotate an N <lmansonal cube Wnh a 

joysidt 

SAYcommsnd fiettolks in Pig Laf n 

Screen image prfntor 

eource^ dooa^ and eMcutdilefora U^) 



iBxforientod Uad^ack game 
JayMnarSMes SMes by Jay Mrwr, AmigagraphiGa 

d^ dedgner, showing lowchart of the 

Miiga ntomdi^ in 640x400. 

Keymapjiest last program to last fie haymapping 



Rnd undosed f to iocki^ for programs 
ftotdorrtdeanupi 



Rid Blh 01*21 

IHslsaoopy of Thomas VWoox^Manddbrot Set Explonr 
" "L Vsrygoodl 



TNsdldi contains two new 'strains* of m!voemac& 
LamaBS vefrion3.6byOaiMLaNmnoe. Fbr 

Uhte V7, BS04% Amiga. VI&OOS, 
VMS, tosAmi^ftjnefonkeys, 
stotusrnekencuto,6t8rtopflea^ 
morei 
tanacs ByAndyPoggio. Newfefltoies include 

<ALT> keys as Meta keys^ mouse 
support higher priority, badup flee. 
word wrap^ wnciion Iteysi 
RidRihD(*a 

Oskof source for McroEmaea, severd versions for most 
popiAv operating systems on micros and mainframes. For 
peopto idw want to port MwroEmacB to fvir tovorito macNne: 
FrtdRihPliitMi 

Conquee intarstdler adventure dmulalon game 

Odi updatotocheflonDiskHwifibuiltin 

oommaiHS^tamed vanatalee 



Modda-2 



FhrfFldiDlikM 
Graphic Had( 



Apio raloQBovBfdon of the tingle 
pass Modula-2 oompilef ori(piaIy 
devdoped for Machtosh atEHIZ. 
This code was transmittsd to the 
AMIQA and is exscutodonthe AMIGA 
usingaspeddfoader. Bnaiyody. 

Agraphie version of thegame on dlsla 
7and8 THsisthegrephgcfrorientad 
Hack game by John ToebesL Only the 
executable la present 



UnHunk Recesses fie Amiga "hunk* toadfie& 

Cdiecteode^ data, and bes hunks togefief. diows indvjdud 
apedficalo of cod^ data, and bee ori^ns^ and generates binary 
fto with fomfiatreminbcent of Unix *aouI* format Theou^ 
lie can be easily processed by a sepereto program to produce 
Motorda*8-recordflr8utabbfordownloadngtoPROM pro 
grammar. By Eric Back. 






POrtoftheKamiitilBfransfor 



Dsplay and set process prioritee 
Yet anofier program for bunding up 
iDXt flea and maifng or posing fiem 
asadngletleuniL 



Amiga Badedemosfrom Carolyn 
Sdieppner. 
NwiConvarlFD creates .bmape from id flee, 

fnds oddfBsses of and wrilss to 
lii^ptanes of the screen^ bitmap. 
Atutorid onaeaf on and useof 






Osaseem 



OmrddCeymap 



loads and dsptays FF LBM picai 
loads and dsptays AC8M pica, 
creates a demo acreen end dumpa it to 
a graphic printer. 

Simple 680l»dsassemt^. Reeds 
tiandard Amiga objectfles and 
disassembles fie code SBcions. Dato 
aecfons ere dumped in hex. The actual 
dsassember routines are setuptobe 
calable from a user program so 
instfudons in memory can be 
dsassambled dynamicaly. 
ByBnRoger& 

Dtampb of a keymap sfructure for the 
Dvorak keytward Icyout Untastod 
but induded Inceuse essembly 
examples are fwr and far between. By 
Robert Bums of C-A. 
Spira^aph, from Fab. 64 Byte. 
Exampto of praporf end gadgeto to 
scrdlaSuperSifyiapi 
Schematics snd dracf ons for bulking 
your own homebrew 1 Mb memory 
expansion, by Mchad Felinger. 
Rrogram to debug Vndloe()'cal8 
Convert JUlan to sdar and ddeieal 
fma^ atolar poaitions and radd 
vaiod^ epoch calouiafons and Gaflean 
aatoOtoplottar. By David Eagta. 

Rtdflihama 

ABedogames by OeM Addison: Backgammon . CrMago, 

MH8ioiw,ano umem 

Cpp DECUS tppf C pr e proce ss or, and a 

modHed Wthat knows aiNut the 
tpp', for Manx 0. 



adenoeOemos 



RidnihDIiKlB 

AegliOrawDemo 



Uttix-compafbledwil eidivef, for 
paekhig flea for MMd. 
Examptoof using aSedLiqier, qincifig 
SuperBRMape for prinfng, and 
cteaf ng dummy Rasf'ortSL 

Demo program wifwit save and no 



Animator Demo Hayerfor fie Aegis ArdmatorfSes 

Ce Unix-Ike front-end forManxC 

Enough Testo for existonce of system 

resource!^ fles^ anddevices 
RuUt /^imatedRubik% cube program 

StrfngUb PubiledomdnUnixsfringl&rary 

VtlOO Vr-IOOtomtindemUatorwithKBnnit 

xmaoam pronooB 



Several shareware programa The authors request a donation 
if you find fieir program usetil, so fwy can write more 

BBS an Amiga Bade BBS by Ewan 



FlneArt /Wnigaart 

edtfwits^ by Tim Robinson 

Create menus; sawethem asCsouroe. 

byOswdiwvBon 

StarTemiaO \faty ni eetdBoommunlcBionsbyJim . 

(Fred Fishad<«30lsfiee when ordered wifi at bastfvee 

ottw ddn from the coSectfon) 

FradHdiBdcM 

Life Uiegamo^uaesbfttartodolM 

generaoons a second. 

\tofdon9i0 of Robert FiendilB 

program. 

Mutialexdudongadgetexample. 
Ram^peed Measure rdafve RAM speed, dip and 

fast 

Repbcamerrtfor fie Manx aetr 



Tree 

T£d 

VDrav 

Xcon 
Ticon 



DosPiusI 
DosPkJsS 
ExBCuteUesonly: 



Draws a recurdvB bee. green leafy 
type, not fiee. 

Gnjppiad demo werdon of Mcroamifi^ 
lasrt editor, TxEd. 
Ful-faatured draM'ng progrem by 
Stephen VemMulen. 
Invokes Cu scriptofrom icon 
DaptaystextflNfrom anicoa 

Lxtondsd address book writlBn in 

/WnigaBedc 

CfilondflrAtey proyramiNfBtBn in 

AfntaMtlaiki 

Firstvdume of cu oriented tods for 



Puzde 
ShowHAM 



Spins 



Trdto 

RrtRiiPtma 



Second vdume of cu orientsd tods 
fordemopert, 

Vtews MacPaint ptdures in Amiga low 
orNgh ies;nosamptepiclim,by 
Scott Evemdan. 
Smdafoi of punto with movhg 

View HAM phrtorasfromai 
ABadCgames of Cenfdd and 
Wflndfce^ fromDawdAddsog 
Qrapfiics damo of epiraing cUna; 
doiAie buffered example^ 
8woiv of PBuan Angw text advantura 
game wriHai i in Amiga Basic 
Leaves a Val behind mouse; In 



Oing 

Sprdng 
ScreenDump 



Stn 

TormPlus 



Aiint 
Bink 



Btrae2 



Sd vefdon of the Irtan^ program 

bdovft 

Low level graphics example acrdls 

bitmap witi ScrolVPOrL 

DoubM)utfered animaf on example 

forBOBsandVSprilDSL 

Dsplqrs aector dtocaifon of loppy 

didtsi 

View memory In rad time; move wifi 

Bournig bdls demo 

Ong,wif) sound effecto. 

Dumpah l ghest screen Of windowtothe 

printer. 

Simpledatabaae program from a 

DECUS t^te. 

Star Md demo, like StorTiek. 

Termind program wifi oapturs^ 

library, fondfon keys; Xmodam, 

Version 20 of Dove WBd(er% Vr- 

100 emulator, with acripto and 

SupportllBSforGimpd^M 
8]^itax checker 
PDViik'oompaSdelinker,faster, 

UpdaiBdtoFF16trowsBr',in 

Mknx, with aoroi bars; bug txes. 

b4ne date structoie examples 

Anothsf ¥Brdon of ttne' 

AppointoientoBlendarMfii darm. 

rie viewer, aearcnng. poailion by 

percent Gne twmber. 

Set of 28 rww Amiga fonto from 

BlIFlBehar 

takground print uf IV. sVIe 

opfcttt. wikfoardSL 

DduxB Paint-type fie requestor. 

wifttoWtei*- 



Amazing Computing^ © 1 967 93 



lavaries GeaicNng tor mulf ply 
dolnod symbols 
Otk update uli^ wilh opf ons for 
Btfipping cwTtnwnts from C heodof 
f9es; and interactive voritottion of t« 



FrpdFtthFrrtFlthPHHg 



ASendPsckBt 



Pop 
PopCU 



Cexampie of maWng asynchronous lO 
calls to a DOS handier, written by OA 
Cexampie of gating to YiiMon 
pointer a OON: or RAW; window, for 

Wa9(«iedirectorytrBe;doCU 

operationsfrom mcHUS 

Another vsriant of DrufL 

Latfoe C Ito requester module, witi 

demo driver, from Qiarfe Heati. 

Views MaePaintlpictires in Amiga low 

orNghies^wit}! sample pictures; by 

SoottEvsrrvJon. 

Sonple FF feeder program 

SdeMcl(*8^fle program invi^tes a nnw 

CLl will automatic screen blenlang. 

Devenportdiik copiers duplica te oopy- 

pfotoctad dck& 

Dual playflM example, from O^ 

shows 400x300x2bit plane 

playteld on a 320 X 200 X 2 plane deep 



TriClops30 

Tsize 
UnNef 



Acp 
aock 
Ceh 

DietAid . 

RxHunk 

Fm 

NckBench 



Tunnel\fiEJon 
Vb 

vtioo 

YaBoJng 



General purpose Eubroulne to sand 

AmigaOos pocketi 

Sprite ed^Br. can saw work as C data 

structural ShflrawsrebyRayLarsoa 

Converts any dsk into fles, for 

electronic tfanvnisdott Preserves 

enfirsfleMrudinL Shaiewareby 

BradWIson. 

spioe invasion game, formerly 

commercial now put>Ecdom&n. From 

Geodetic RAEcstnntL 

PHnttotalciZBofalftesin 

8uWirectO(ie& 

C preprocessor to remove given 

ittefUsectionsof afto; lecNfngtfte 

mtalonei ByOaveYosl 

Vr-1 00 emulaion test program. 

Requifes a Urtt systBffl. 

Unix-lto tp'copy program 

Updated version of dodt on disk IS. 

Manx triiMke CU. Nstary, variaUes, 

eto. 

Oietplarvung akJ organins recipes; 

cflioriee 

Improwd teho' command iMth cobr, 

cursor aodiessirtg 

FIxBprogramstolettiem njnin 

sxtsmal memory. 

Maps t» sectors a Ite uses on to 

dM. 

Dogs, program to make a stn^ <S 8k 

ftttwoiksftoaKckstartand 



Computes Fog, HescK and IQncad 

readflUIV of text lies. 

OoM Adtfson ABasic 3D ma» 

percpeeiwgameL 

^siCBto-lfcB i pr e adthe etca kujlator 



Version Z2 of Dave Weckar^tBleoom 



OingI s^game program shows 
sprite bolision detects 



This disk is a port of Timothy Budd% Ulito SmaOtek system, 
donebyBI KjnnerBley at WUNngton State Univenity. 



CSqusred 



8ep888ci Amwiean, Oide Squared 



FixObj 


Stipsgarbage off Xmodem 




tansfered object files 


Handter 


AmigaDOShandtar (devic^ example 




tomC-A 


Hp-IOc 


MmiCB a HP-IOCcaiculator, written 




in Modula-2 


IFFEncode 


SsMesthe screen as an FF f to 


MDump 


Dumps Mo about an FFf to 


Jth 


BDSC4keCU shell 


NewStat 


STATUS^lv program, shows 




priority, proceesae 


Reversi 




UUdecoda 


Translate bnaryfleeto text Unbc 






\Mrew 


DrBNing program, version 1.14 


VdtooFier 


DXMIOIsynthetorvotoeltor 



Exanpto of creaing a DOS window on 



fradhthDItkSB 



Wn'. touch*, fsf, W written in 



Qtplay 

Driver 

Xisp 
Fred I 

Ahast 

AmigaMonitor 

Arc 
AreaCode 



Displays HAM images from a rtor- 
facing prognm, with example 



Exampte dvto driver Gouice. acts 

fkaRAM:ditk 

XU^) 1.7, executable only 

Termina) emulalBr wifi Xmodem, 

KemiltandCBBprotocolik 

imlon ksys. scripts; M£ grapHcs 

and oorttorenoe model 

Dynamlcalydsplaysthemachhe 

state; such as open fiei; aetvetBriis. 

resourcBo; device states; inlvrup^ 

ibrariei; parte, eto. 

Popular ilecompfescion system, the 

starvtardfor taraitlngfles 

Pogram tut decodes orea codes 

into state and locai^. 

wrti' replacement linker, version 6l5 

Anlwtwlodsfdone. ^__ 



Dg210 


DateGenendD-210TeRnin8l 




emulator 


DrUfi 






VBr6ian1.4 


DOSHeiper 


Windowed AmigaDOSai help 




program 


PagePrht 


Pints text fleswifi headers; page 






PopCU 


StarteanewCUwitiaiingle 




keystroke; from any program. Witha 




ecreen«mrfeatir& Vardonawiti 




source. 


SpriteEd 


Sprits Editor edits two sprites at a 




fme 


X-Spell 


Speling checker flitows edite to ftos 


FF41 




AmigaVenture 


Orsate your own teottadventore 




programs in AmigaBesic. 


Ceh 


Versiona03ofDlon'sC6h-(l«thell. 




Executable only 


Dbug 






update to FFf2 


DudPiayField 


exampte from COM, update to 






Gene 


Heaih^file requester, witi source 


LalXref 


CrosarefefenoeofLalttoeaiO 




header fites 


Lines 


line droMing demo program 


SeFont 




Vtioo 


VersionZ3of1heVr-100temiinal 



am 

This disk Mnt^s an Amiga version of M«ro<M£mac8L 
ff43 

AmigiflBsic program demos page 

lipphgofaSDcube 

Dsmacopy of BlE&T. Budnsss 

Management ^fstsm. 

AlstofAmigaBulefnBottd 

Systems 

CcompierlwituKfu for Manx and 

LatfceC 

A hardware copper iistdsassembtor 

Converts Instnjmente demo sounds to 

FF sampled sounds 
PopColours A^R(Seolor8 of any screen 

QpritBQock Sinpto dock is displayed on a sprite 

above ail screens 
ST Emulator Non-serious Atari ST emulator 

WBrun Lets Wbrkbench programs be run from 

fteCU 
Wild TwoUnixshells^wiktaMimatohing 



KM 



BbsUst 



Cc 



Copper 
hstFF 



RayTraosPcs 

HAM format 



EEiS 

Que 



ff4g 

Asm 
ROM 



Egad 

Jive 
MyJfo 



New FFmateriH from C8M for 
sampled voice and music ftos 
The famous ray-tadng pictures; 
from FFf39, now converted to FF 
fry Imuch* teter viewing. 
Dtoplaysnorma] and HAM IBM ftos 

Oue board game 

Another Ynake*. witi moretealiies 

ICsoellaneous pictiiw 

l^stes en oUertfisk wHh newer flea 

from anofierdisk 

Seardtes a disk for flea of given name 

Shareware €8010 mavo assembler, 
KsmH Manual compatfoto 
teecute' f to program detects 
presence of modem 
Gadget edtor from the Pogrom mors 



ValSpeek 



FF47 

30-Arm 



Bni 

Ceh 

Dskperf 
Du 



Transforms efitofrom English to Jve. 

A faina7 only copy of MatTs attsmate 

njnf me livary. Autiar MsttDilon 

SubcetBerkeley >ns^ and km' macros 

foryoir 

Transforms afitefrtxn English to 

Vdtey Speak. 

Simulafon of a robofc arm. very good 

graphKS; leadvng too^ Mudk)g C 

sourcei 

Erie Graham^ stunning HAM animatkin 

ofarDtxrtjugofer 

Verston Z4 of Dave Wed(er% tomilnal 

emulator, with Xmodem and Kermitfle 

fransler protocols 

Alphaversionofahaidditkfle 



MyUpdato 



Trees 
£Ejg 



Version 1.x of a terminal emulator 

with phone (frectories 

VBr8tonZ04ofMattDaion^lMx 

Vah'-lkB CU replacement Including 

Latfoe and Manx C source 

Disk benchmsik program for Urex and 

Amiga 

Computes dsk storage of afte or 



EEM 

CydoUs 

DfUtl 
MuHPef 



Pog ram to watch for programs ttat 
tatfitowmemory. lattempteto 
repair tw damage; and puts up a 
requestor to Biform you of fie 
damage. Fromf«SoftMareOisfl1ery. 
A realtime esBcutnn profter for Manx 
C programs. kidudesC source. 

Update of ^ecfronic spirogri^ from 

d)sk27 

Enhanced version of uiUti from 

dak 36 

Scans a set of object modutoe and 



EEJS 

Cah 



AStartupiasm 
TW8tBrtup.asm 



Computes and (Ssplays 3 dmensional 

funcbons in hires 

Moire ^ pettem generator with 

color Qfcfing 

Queries whetier a mouse button is 

pressed. THs can 9ve a return code 

that can customize a stertuf^sequenoe 

based on whetier a mouse button was 



Example of setting tie datestamp on a 

fie,uting a new techraque from 

Commodore-Amiga 

More extensive version of fie tees 

program on Disk 31 

Vsrsion 1.1 of a shareware 68000 
macro assemtrier. oompaf )>to Mth the 
Metaoomoo asseml^. TNsindudesan 
example startup module end more 



BnekOut 


Abfkit breakout game, uses 30 




glasses 


DiskZap 


Version 1.1 of a program to edKdisks 




and binary ties 


FirstSiicon 


A smart CU replacBment witi foi 




editing and reed of previous 




commands 


Mssie 






sound, in assembler 


PerfectSound 


Sound editor fry alaw<»8t sound 




dgifar 


Sizitors 


Graphkte demos 


UrixAic 


Veraon of Wft>r Unix System V 




madvies;inC 


Wombat 


Version 3J)1 ofOeveWivker^ 




temiimd emulator 


£E£L 

Bison 


GNU fry Unix VaocT, working updateto 




disk 4 version 


Compress 






program on Disk 6 


Cos 


"Wheel of Fbrtone'-type game in 




AmigaBesic 


DifScsd 


Unix-f keVlir and teed'far finding the 








then recreating the other, given one 




fie; and tlie ist of tfftotenoesL 


Sq.U8q 


PortaUe versions of the CPM 






OJB 




Assign 


ReplaoementfryAmgaDOSVtsaign' 




command in C 


Fractal 


Makes random fractal terraina 


PHy.HAMPdy 


Workbench-^fpe demos for maiong 




polygons in tores and HAM 


MxQads 






witiGadgefText 


Tek4010 




VDraw 


Versions I.IGend 1.19 of a Deluxe 




Paint-lice draiMng program 


EES 




Animalons 






frirAegisAnimator 


/were 


Oreetoe rename scripto for fles witi 




long names, so they can be eetSy 




IbtcW arvi urtlardsd. 


/«P 






fr)rVBek*.Vxf.thmod',Wio'. 




Tienoto'andkakedii' 


Compiler 


Not fulyportodtolhe Amiga, INsisa 




68000 Coompler. Itwil produce 








needs a totof work. 


Spreadsheet 


Update wMi source of the W 






TarSpIt 


Port of program to spit Unix W 




ardiives 


UUencode 










them i]y 36 poroent 


KM 




Hanoi 


Solves Towers of Hanoi Problem in ift 






Bpel 





intsraefve speling chedter. 

(Expenston RAM required) by Paoe 

Wllisson 

A Screen of lots of boundng title 

windows by Leo Bds Ewhac^ Schwab 

Dsplays numbw of tasks in run queue, 

averaged over last 1,5, and ISminute 

period&byWillalmRuddidge 

Programs to play/ieoord through the 

MOIF. byFredCastifBr 

Program to make fie WorkSench 

laiger than nonnaL by Neil Kaln and 

JmMackraz 

Program to make your Amiga tooklike 

Kdkfritpessvforaltontesfng. by Leo 

BdsEwhacfSdnvab 

VZOSofMattDlon^cshikeshsIl 
(Modffied for Msnx C). by MsttDilon, 
Modified by Steve Drew 
NmrCSt»tup modules: 
witi 12 f xes and betlar quote 

opens a sidio window, using user specs, 
by Commodore, posted to ^ by 
Carolyn Schepper 



PpeOsvtoe 

ScreenSave 
Shanghasjemo 
SoundExample 
Vspritss 

Vtioo 



EEJfi 

QipBoard 



ConPackete 
GetDsks 



EES 

CutAncffHtste 



GraphR 



Ogre 

Splines 



ASOG-rrd 



EGraph 



SMUSPI^en 



WBdump 



Change anotief propam^ screen 
cotorsL by Carolyn Schepper 
Alows the standard ou^t of one 
process to be fed to the standard 
inputof another, by Matt Dion 
Save a normd or HAM mode screen as 
an FF fie. by Carolyn Schepper 
Demo mfBon of tw Adivlsion game 

A double bufisred sound example for 

Manx& by Jim Goodnow 

A working vsprito exampto. by Eric 

Cotton 

VZ6 of Dave's Vtioo temiina] 

emutator witi karmlt and xmodem. by 

DaveWedor 

Qipboaid do«ioe interface rouf nes, to 

provide a standaid intertaoa by Andy 

Fnkto 

Demos the use of DOS Padteti; 

ConUmt eteL by Carolyn Sdtepper 

Program to find dl avdlabte dsk 

device names and letum tiem as an 

exec ist by Pfip Lindsay 

Program to getvolume name of fie 

volume thatagiven fie reddeaoa 

byChudtMdyianis 

Reads an icon f to and wiifrn out a 

fragment of C code witi tie icon data 

structurosL by Carolyn Schepper 

Program to merge t» MemUst entries 

of sequenfdly configured RAM 

boards, tiy Carolyn Schepper 

An object orienlBd drcMing program, 

Vl.lbyTimMooney 

frnplemontdoiv of Unix cut and paste 
commands, by John Vitesid 
Progran to ptot simple funcfons in 2 
or 3 dniensons. by Rynn Fshman 
V12ofrobotjuggleranimaltoa Uses 
HAM mode end ray tadng. by Eric 



Shareware program to lead text fles 
and view FF ftos using orfy the mouse. 
byWRIiam Bsts 

Game of tacScal ground combat in tie 
year 2086Lby|y6diaBlCaplinger: 
Amiga port by Hobto Orris 
Program to demonstrato curve filing 
and rendering techi^ue& by 
Hdene(LBe)Taran 

Extemely useful shareware 

reoowreble ram dalL by PRry 

Mvotowitz 

Displays any a-f picture, independent 

of the physicB] display sia, u^ 

hardware GcrdL byJohnltodgton 

Reads pais of X and y value from a ist 

of fies arn draws a formsttad grapfi 

by Laueneoe Turner 

Shaieware data management ^fstsm. 

V15 

Wake tirough the free memory lists; 

zeroing free memory dong the way. by 

John Ho dg s on 

A fiird-generef on muWiXirpoae f to 

sector edf ng uf 1^. V3i) by John 



A Maurauder-Style rdnbow gsnerator. 

by John Hodgson 

Two SMUS plays; to play 8MU8 FF 

mudefonnattBdftoaiby 

John Ho dg s on 

A f ny UBM VBWsr by John Ho d gs o n 

JX-80 optimized worHbench pdntsf 

that does not use DumpRPort by 

John Hodgson 

Update to browser program on dsks 

Another dffofont browser program. 

Oock program witi f)nts;co]oraL E 
Dillon toxtedtBrV1.22for 

Puto a pattsm on the WBiNbench 

fUB inaoows on woncoencn wratMis. 

Similar to Dropaoti. butdoeoil work 



18 and 34. &E 

BrowBer2 

E 

aod( 

Dme 

programmers^ E-0 

IXopQoti 

bedtdropiE-D 

DropShadow 

E-D 

yet SO 

mCAD ObjectKNiented drawing program. 

version 1.22. Much improved over dsk 56. 

Robotoff Demo of animated pdntan on 

Workbendt S-EO 

Supermort Generdoompoundngfamorfialtonloan 

calculator. EO 

fiedRshDIskSO 

\^nous sfiareware and freewaie programs 

Bitz Memory midentfto viewer. Very 

faslEO 

BlitzFdnto Makes textou^faster. EO 

Handshake Temiind emulator with 

Vr52VT10Q^102Eupport EO 

Med Moua^drivsntaxtedtorveraionZI. 

E-O 

POvGen Generates printer drivwi; version 1.1. 

Source avaldUefrom auhor. E-O 

Show Sideshow^ike FFviewer, Vai. EO 

Uedit CustomizabletextedtorVao. E-D 

Ueturbo Example Uedt aetop macroK 8-EO 
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Ff«(PttlPflH61 

ATPath Patches Transfomw to work under 

A(niga0061.a S€-0 
FillDJtk Writes zeroes to free blocks ma 

disk tor security. 8€-0 
LPeteh Patch ht programs that abort when 

lo&dng under AmigaOOS 1 .2 S^-D 
MkroEmacs Conroy hfiaoEmacs V3^ remr thvi 

disk 22 8^-0 
F^erlFont Lke Topaz, but rounded edges. 
Terrain Generates fractal scenery. S^-0 

VSprites Makes 28 VspritBS, from Ricfc book S-E-D 

This is a port of the Unix game 'Hack', by the SoftMaie Dstillery, 

vercjon 1.0.3O. 
FfWlFllhPHHW 
This is a port of the Unix game lam', by the Softwrnre Dsf llery, 

versionl^OB. 
FrwIFlflPlnHW 
This is tn offical FF 8pecificatk>n disk from Commodore, an 

update to disk 16l 
FfftfFllhPliHM 
Bank Unix text processor, lite %Mk'. 

Ooesntwrark, but souice is induded S-E^. 
MWB Example of rerouting Workbench 

tNindow open calls to another custom ccreea 

Versionl.OI.S-E-D 
aoseWB Example tor dosing a custom Wdrkbench saeea 

&E-D 
Cookie Generates one^bw fortune«ooloe aphorisms. 

&E-0 
JTme Buikt-your-oMn mouse port dock. 

MenuBuiWer Creates C source lies for menus, 

based on text descriptions. &E-0. 
NewPacketo CBM tutorial on new pecketo and 

structures in AmigsDos 1 .2 
PascalToC Pascal to C Mandator, not so great 8^-0 
Prep Vattor'-like FORTRAN preprocessor. 8-E-O 

RunBack Starte programs from CU. aHowing 

CLI window to dose. E-D 
SunMouse This program automatically dicks in windows 

when fie mouse is moved over them. V 1.0, E-D 
frwIflthPliHM 
AfflSctf Relminary plans for a 8CSI disk controller 



Macro assembler, version 1.0.1. E^ 

Example tor avoiding DOS insert-d d( rec^mter. 

by scanning the list of tiesignW names. 8-E-D 
Ok ^etsnds to eat avay at CU window. S-E-0 

Rip Flpswholesaeenasajoke. S-E-D 

Foogd Foogolcross-compiler generates 

VAX assembly code. 8-E-D 
Ree f^nte amount offreespeoe on all drives. 8-E-O 

MalocTest maloc'free memory tsst program. 8-E-D 
Melt F^etBndsto mettthe scieen. 8-E-D 

Mart (^aphic lying sting demo. 8-E^ 

Rirty Easy way to set printsrattributss from 

Workbendi E-D 
RayTraoer Smple ray fradng program. E-D 
8endPad(ete UpdModCBM examples of pedwt 

routines on disk 3Sl 8-E-D 
Snapshot Memory lesdent screen dump. E-D 
TagBBS Shareware B88 systsm. version 1.02. 

Ff tdF l l lhPllihgT 

AmCat Shareware disk cataloging pn^m. 

AmigaSpel Shareware htJilon speSing checker. V2.0. E-D 
Bouncer 30boundngbflilwritlminMultFor«i,S{'0 

Comm Terminal program vervon 1 .33, E 

DuxS /Mother version of DiiUll. S€-D 

HexCale Hex, octal, ft dedmal caicUator. E-D 

icons Various big and altsmate image icons. 

Mandela Mandate graphics and sound. E 

PsrsMait Demo shareware personal file manager. 

RSLQodt Menu bar dodc version 1.a E-D 
RTCubes (^aphics demo of 3D cubes. E-D 
Wheel "Wheel of Fortun«'*type game, in AmigaBatic 

Fred Rah Disk 81 

Thisisver«ionMQ1boftheMicro(MUEmae& Souioeand 
executable aieinduded, as wel as source for other computers 
besides the Amiga 
FredRihSB 

A8m68k Macro assembler. v1 .0.31 E-D 

BitLab Bitter exploring program, in C^ 8-E-D 

Conman Replacement console device harwler aoos 

ediing and history to any applicaf on that uses 

00N;va9,E-D 
Console Replacement console routines, in C, S-E-D 

Dk Docays the screen bit by bit update to disk 66, 

in Modula-2, 8-E-O 
Rags Dsplaysmemoryfragmentefion by listing 

the size of free memory blocks, in C, S-EO 
IconType Change tw type of an icon, in C, 8-E-D 

Make 'make'inManxC&E-D 

MonRoc Monitors processes for packet etMtf, in C,8-ED 

MoussOock Turns mouse pointer into a digital dod(,inC.8ED 
Sb Browses system sfrudures; from 

Transactor magazine. vl.O, in C, 8-E-D 
Spew Generates Xational Enquirer'-type 

heedinesfrom rules lie. h CS-E-D 
Spool Three programs to demonstrate mutftasking end 

spooling in a printer spooler. In C. vl.2, 8-E-D 
We Counte woids ala Unix W, but faster, in C,8-ED 

FfW»F1ftl79 

This is a disk of shareware programs. 
AmigaMonitor Explores stete of the qrstem, v1.13 
Are Standard file compressor andlliKariaavO.23, 

a port of MS-DOS v&O. E-0 
Ba c kBook Phone book program. 
DoTll bituition<driven lie manipulator program, V2.0. 

QraviVWSfS Game of planets ships and bladtholea^vl .03. 
Jobs Alternate user Interface to CU and 

Workbendi, v21. 
lens Magnifes area around mouse, 

shows it in a window, vl.O. 



Ufe-3d 3D version of the dassic ovular- 

aut9mat9ngeme,v1.2. 
Logo Logo language interpreter 

SetKey Demo keymap editor, v1 .0 
Vpg Makes displays tor aligning vktoo monitors, vl.O. 

FrednahTI 
MrFdl Makes airfoils usng the Joukowski 

fransiormafion, in C, S^-D 
Ami^ Basic Msodlaneous programs induding 30 plot 

program, a kaieidosoope. C-A logo drawing 

program file comparison utility string search 

program, 8-E-D 
Stocks A variation of lines*, but with 

variable color btocksL E-D 
Comm &eet terminal program, v1 .34, E-0 

DiskX Ufiity for exploring file systE>m.E-D 

Fpic Smple image processing fvogram fiat operates 

on FF pictures, with several filtws, merging 

images, E-D 
toonMk Makesioonstorfiles,v1.2a.E-D 
toons New icons 

NewFonte Two new fonts; 'shalttff, an elecfronicdruit 

element font, and IbmS', a PC-like font 
Petal AnAmigaBASIcaishelprogran. 

PWDemo Demo of the oommetdd product PowerWindows, 

vl.2 It akte creation of custom windows; menus, 

and gadgets, giving C or assembly source. E-D 
Rot Creates and animates 3-D objects, v05, E-D 

TimeSet Sete f me from Workbench, E-D 
FiedFlthW 

This is a disk of FF frictures. 
Fred Rih 73 

Add Customizes existing program menus with Amiga- 

key shortcuts. Also includes 'untir, which waite 

until a given window is created. Shareware, 

in CS-E-D. 
AutotoonOpen Fools WB into thinking mouse has 

doubledidted cons. In C, S-E-D 
Dio Generic Exec device interfeoe code for opening 

libraries, getfng multiple rochennels; 

asynchronous operafons, etc In C, S-E-D. 
Dissolve Slowly (fisptaysFF ties; ala Nov 86 Or. Dobb's 

program. In CS-E-D 
DTerm Flexible, reprogrammabie terminal 

program vl.10, E-D 
Expose Re-fliranges windows so that at least one pixel 

of menu bar gadgett are exposed. lnC,&E-D. 
Lit ScansatBxtfle,oonvertttoC-sVie 

printable sfring&C,v20, 8€-D 
Lmv long Movie*, program views series of FFfricte 

in quick succession, upto 1 9 fps. Shareware, E-D 
MouseOff Mouse pointer dssf^ars after ten seconds of 

non-use. In C, 8-E-D 
ParOut Examples of controlling parallel port with 

resources instead of the PAR:device.ln C.S-E-D 
PenPaFont ChM-likefont 
RunBodtOround Similar to RunBack on disk 66. runs (mgrsm 

from fie CLI allOMing the CU window to dose. 

tn CS-E-D 
Snapshot Saeendumputiity.updateFF66£-D 
TypeAndTel Example installs a device handler before 

bitAton, and speaks each key as it is pressed. 

In C and assembler, S-E-D 
Xplor Rints into about ^stem lists, in as8eml^,8-E-D 

FredRthTd 

Cled Edits and lecalls CLI commands, v1.3^ E-D 

Confrol htercepte graphic printer dump calls and accesses 

color map, widti.and screen resolution. C.8€-D 
Dme Simpte WYSMYG text edrtor for 

programmer8kVl.2S. Update of FF SO.E-0 
OropShadow Workbendi dropehadowa;v20. 

Update to disk 59. E-D 
Funds AmigaBASIC program fracksmuftjal or stock p-D 

Less Text \Mwing program, f ke Unix 

Ifnore*, v1 .1 , update to disk 34. 8-E-D 
Makemake Scans Csouioe files and consfructe a vanila 

"mekefite' in the current tf rectory. 8-E-D 
mCAD Ob{ed-orient9d drawng prog. v1 .24. 

update to F S9.8harewa)e. E-D 
Random Smple random num ber generator in C. 8€-D 
TDebug Monitors devices by intsroepb'ng Exec SendlO() 

and DolO() vector^ in C vl.O. 8-E-D 
Unite Coiwerte measurementt in different uniti^ 

includes *chart' option, in C S-E-D 
XCopy Replacement for AmigaOOS 'copy*, doetnt 

change tie date, uses Unix wikkards. E-D 
Fred nth DIakTS 

Ray iwth Bezier curves pointe and graniJarity,S-E-D 

Hay ¥it\ b-splines; as above, 8-E-D 

Comm C source for Comm terminal program vl.34. 8-E-D 

Copy Replacement 'copy' command vl.O, (reserves date, 

in CS-E-D 
Diff Smpto\diffinCS^-D 

DuM2 Another DirUfil in Modula-2 vl.5, S-E-D 

Etoss Fast 'dir* program in C, S€-D 

Fd Faster 'eless' in CS-E-D 

HardCopy Sends a transcript of a CU session to a fte. in 

CS-E-D 
MouseOfI Update to ditk 73. turns off mouse pointer. 8€-0 
SetFont Changes the tontine Workbench screen. 

v20,8^.D 
SpeedD'r Another fast W. in assembler, 8€-0 
FfBdFUhPlrtTfiiTy 

These are tfsks 1 and 2 of Chris Gray's Draco distribution for the 
Amiga. Draco is a compiled, structured language reminiscent of 
both C and Pascal. A fUl interface to AmigaOOS and bHuiton is 
supplied. Be cure to get botfi dick 76 and 77. 
FwdFlihDIrtTI 

Cydes Cyde game ito Tron*, vl.O, E-O 

E0M8 Expertt Only Mercenary Smulator game, E-D 

MandelVroom Mandelbrot generator with enhanced palette 
controls; f xedAoatng point, presete, vl.SO, in Manx C, 8-E-D 



fi^FlfhP<lH7? 

AtmTools CLI tools in assembler: echo, loadit, mounted, 

setlace, why; 8-E-O 
AssignDev Give devices mt^tiple names, in C, 8-E-D 
AuxHandler Exam pie of a dos handler that allows use of a CLI 

via the aerial port bidudes source. 

Aufior: Steve Drew 
Cmd Re(SrecteprintBroutputtoafle,inCS€-0 

hfo AmigaOOS Info' replacement in C and assembler, 

&E-D 
Kl Removes a task and ite resources; in C&E-D 

M2Error Qsplays errors from TOl Modula-2 oomptos; 8-E-O 
MonRK ^xlate to process packet program from (fisk 69. in 

C&E-D 
Mounted RogramforteslngifadriveispreEentinaBaipt 

. friCS^-D 
^fro Another VofP-style text formatter, in C S-E-D 

ParTask Rnds parent task, in C 8€-0 
QueryAny For 8ffipte.ad(6 a question, acoepteYM. gives 

retimcode. In assemUer. 8-E-D 
ScnSzer Resete preferences eetCngs tor saeen size, in C, 

8-E-D 
SharedUb Example of a shared library, in C and assembler. 

8-E-D 
Task Smple OreeteTaskO example in C. &E-0 

Uw UnixWndowsdientvlAinCS-E-O 

Who Liste tasks on reedy and wahqueues; in C 8-E-D 

FrwIFIiUPiihW 
AmiGazer Night sky viewm of 1S73 stars, set date, Ime. day. 

E-D 
CardRle AmigaBasieeard fie study aid. E-D 
Conman Console handter replacement tfves line edifng 

and history to most program s; vOJ8^ E-D 
MandelVroom Sight updatetodisk 7B Mandelbrot program, E-D 
NewDsmos Replacemente for ines and boxes demos thatteke 

less CPU f me, E-D 
Olhelo GameofOtidlo.E-D 
RinText Dsplays text lies with gadgets, speech, FF 

display, vl.2 E-D 
RiOnrGen Automatic printer driver generator. v22b. E-O 
RainBench CydescdorsofWorkbench backdrop or text E-D 
Shortcut Makes single-key shortcute for entering commonly 

Vped CU commands; as well as custom macroa 

E-D 
ShowPrint Dsplays and printe IFF pidufes of all sizes, and 

contrds printer output styles; v20 E-D 
Szzlers Graphics demos; vl.7.0, E-D 
Timer Small Workbench f mer counte time and $ Anin uta 

E-D 
Tools Inovatronics tools: a memo7e(fitor, memory 

disassembler, ASCII chart and calculator. E 



In P9n9tM?l9n 

To the best of our knowledge, the 
materials in this library are freely 
distributable. This means they were 
either publicly posted and placed in the 
Public Domain by their Author, or they 
have restrictions published in their files to 
which we have adhered. If you become 
aware of any violation of the author's 
wishes, please contact us by mail. 



Please 
Note: 

To order any of the 
Public Domain Soft- 
ware listed above, 
please use the order 
form in the rear cover 
area of this issue. 
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A new logo 

If Amazing Computing™ was a 
little harder to find this month, 
blame our Art Director,Keith 
Confortl. Since Keith came on 
board, he has been determined 
to change our logo. He has 
continually brought in concepts 
and sketches which we felt 
were too "glitzy" for AC. 

However, when Amazing Com- 
puting"^ began appearing In B 
Dalton Booksellers as well as 
other major bookstores. Amaz- 
ing Computing™ began com- 
peting for shelf space with 
some of the larger and more 
colorful publications, we knew 
the old logo was just too plain 
for the market. So, bowing to 
demands, we approved the 
logo you now see on the front 
cover. 

We like it, but (as we stated in 
our first issue so long ago) this 
is your magazine, your forum 
for the Amiga™. We appreci- 
ate your honest opinion. 
Please take a moment to look at 
the new logo above. Is it easily 
recognizable? Will Amiga™ 
users be able to recognize AC 
from across a dealer's sales 
area? Does the new logo 
maintain excitement for the 
Amiga™ and Amazing Com- 
puting™? 

Dont be shy. We are con- 
stantly reading your letters for 
new ideas and comments 
about the Amiga™. If you have 
something to say, write us. 
Drop us a line and let us know 
your thoughts. We would sin- 
cerely appreciate your input. 

Send comments and othercon- 
cerns to: 

PiM Publications Inc. 

P.O. Box 869 

Fail River, MA 02722 

•AC- 
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AmaziM 

JL JL COMPUTING"^ 


J^^m^ 


Your Original AMIGA Monthly 


Resource 


Need ^^W^>\ 


Index of Advertisers 


AMIGA /^P 1 \ 


Absoft 

Aegis Development 


85 
25,27.29,31 


Software? (JPSd ^ 


Ami Expo 

Applied Visions, Inc. 


48,49 
Oil 




BCD 


83 


^a|^fefei^p^" f^^^m 


Byte by Byte 


CIV 


^^^^^^^^^^^^|S|Bffl9 


Cardinal Software 


45 


^^^F^'^^^^^^^M 


Central Coast Software 


72 


Try Tllii© IPonlbD^^t^^SHW 


Creative Solutions 
D-Flve 


63 
12 


^^s^^^^^^^ffi^ 


Expansion Technologies 


11 


^^ — ^^ 


Felsina Software 


69 




Hilton Android Corporation 


70 




Innovatronics 


21 


Amazing Computing™ has vowed, from our begining, to amass the 


AStC^ FIftrtroninQ 


65 


largest selection of Public domain software in tlie Amiga Community, and 


UOIV^ tslOV^llUI IIV/9 


\J>J 


with the help of John Foust and Fred Fish, we see a great selecUon of 
software for both beginners and advanced users. 


KJ Computers 


90 


Kline-Tronics 


77 




Lattice 


5 


These Public Domain software pieces are presented by a world of authors 


Megatronics 


19 


who discovered something fun or interesting on the Amiga and then 
placed tlieir discoveries in tlie Public Domain for all to enjoy. You arc 


Meridian Software Inc. 


A2 


encouraged to copy and share these disks and programs with your 


Metadigm, Inc. 


2 


friends, customers and fellow user group members! 


Michigan Software 


32 




Micro Entertainment 


44 


The disks are very affordable! 


Micro P. Technologies 


42 




Microbotics, Inc. 


7 


Amazing Computing™ subscribers $6.00 per disk. 


Microillusions 


cm 


Non subscribers..... $7.00 per disk 


MicroSearch 


8 




NewTek 


Al 


This is extremely reasonable for disks with almost 800K of information 


NewWave Software 


62 


and programs. If you agree, please send check or money order to: 


Phase 4 Distributors 


60 


mm 


PIM Publications 


B 11,56,66,58 




Prospect Software 


64 


/mtn^'zi'nnr 


RockLogic 


55 
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Slipped Disk 


41 
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Software Supermarket 


36 




Software Terminal 


Bl 


PiM Publications Inc. 


Spirit Technologies 
Studio 7 


15 
38 


P.O. Box 869 


TDI Software 


96 


FaU River, MA 02722 


The Memory Location 
The Other Guys 


34 
16 




TRU-IMAGE 


2 




Westcom Industries 


33 


Please allow 4 to 6 weeks for delivery 






Support the Amiga^ & Amazing Computing^ 




Write! 




y>f J /» 


Your thoughts, experiences and programs are nBeded by others. 


Please use our order form 


For an Author*$ guide, write to: 




in the inside rear cover of this issue 


Author's Guide, 




PiMPubllpatlonsJnc, 




P.O.Box 869, 


Fall River, 




MA 02722 
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3D Chess 
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3D Checkers 




3D Backgammon 




TeleGames is what you've waited for. 
The Future is here. 

TeleGames allows you to use your computer and 
modem to play Chess, Checkers and Backgammon with 
a human opponent over the telephone. Only $34.95! 

TeleGames Features 

* Chess * Checkers * Backgammon 

* Superb Graphic Game Simulations 

* Smooth Depth Arranged Movement 

* 4 angle 3D & 2D view perspectives 

* Digitized Sound Effects 

* Compatible with any modem 

* 300. 1200, 2400, 9600 Baud 

* Call originate or answer 

* Null Modem Connect option 

* Save Game & Transmit Game options 

* Opponent File Directories 

* Send and Receive Typed Messages 

* Easy to Use Menus & Requesters 

* All Official Game Rules Supported 

* Play Over the Phone or at Home 

* Legal Moves Graphically enacted on 
the TeleConnected computer 

* Fully copyable to hard disks 

* Upgrades available on our BBS 

If you Enjoy Telecomputing, 
You'll Love TeleGames! 

Published by Software Terminal 

3014 Alta Mere. Fort Worth. TX 761 16 

817-244.4150 Modem: 817-244-4151 

Dealer Inquiries Invited 
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2D Checkers 






2D Backgammon 




With a past like this.... 
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To 

Be 
Continued... 



Back issues are sttll available at $4.00 each (Foreign orders, please add $1.00 U.S. per issue for P. & H) 
All payments must be made by check or money order in U.S. funds drawn on a U.S. Bank. 



The future 
is a tradition. 

Since February 1986, Amazing Computing™ has 
been providing users with complete information for 
their Amigas. With the growth of the new Amiga 500 
and Amiga 2000, the Amiga user needs more infor- 
mation than ever in selecting the right software and 
hardware for their needs. 

Amazing Computing™ will continue to offer the 
Amiga user the best in technical knowledge and in 
unbiased reviews for the Commodore -Amiga™ . 

Amazing Computing™ will not rest on past 
achievements. 

To S ubscribe to Amazing Computing™ or to purchase 
Public Domain Software, please fill out the form 
below and send with a Check or Money Order to: 

PiM Publications Inc. 

RO.Box 869 
Fall River, MA 02722 



Amaze Me! 

Pfease start my subscription to Amazing Computing'^ with the next available issue. I have enclosed $24.00 for 12 issues in the U.S/ 
{330.00 Canada and Mexico, $35.00 overseas). All funds must be in U.S. Currency drawn on a U.S. Bank. 



Please circle your selection: 

Subscription PDS (as noted) Back Issues Sub Renewal 

Name 

Street 

City 



St. 



ZIP 



Amount enclosed 

Mass. Residents, please add 5% sales tax on PDS orders 

BACK ISSUES: $4.00 each (foreign orders add $1.00 each for 
Postage and Handeling 

V0L1#1 VOL.1 #2 V0L1#3 V0L1#4 V0L1#5 V0L1#6 
VOL.1 #7 VOL.1 #8 VOL.1 #9 V0L2#1 VOL2#2 VOL2#3 
VOL.2#4 VOL.2#5 VOL.2#6 



Public Domain Software: 

$6.00 each for subscribers (yes, even new ones!) 
$7.00 each for non subscribers. 

AMICUS: A1 A2 A3 A4 A5 A6 A7 A8 A9 A10 

Alt A12 A13 A14 A15 A16 A17A18 A19A20 



Fred Fish: 
FF1 FF2 



FF11 
FF21 
FF31 
FF41 
FF51 
FF61 
FF71 



FF3 
FF12 FF13 
FF22 FF23 
FF32 FF33 
FF42 FF43 
FF52 FF53 
FF62 FF63 
FF72 FF73 



FF4 
FF14 
FF24 

FF34 
FF44 
FF54 
FF64 
FF74 



FF5 
FF15 
FF25 
FF35 
FF45 
FF55 
FF65 
FF75 



FF6 
FF16 
FF26 
FF36 
FF46 
FF56 
FF66 
FF76 



FF7 
FF17 
FF27 
FF37 
FF47 
FF57 
FF67 
FF77 



FFB 
FF18 
FF28 
FF38 
FF48 
FF58 
FF68 
FF78 



FF9 FF10 
FF19FF20 
FF29 FF30 
FF39 FF40 
FF49 FF50 
FF59 FF60 
FF69 FF70 
FF79 FF80 
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/vmigauser have e done 
for. For those wno.^^^^e 

and Thesaurus • F le ^ i^^asKing 
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Verv tast operation J"PP^,;,,op 

publishing ^&rtul screen 
calculations • ^°7.,onrammers 

ed'^'^^'^fuSS Station'?" 
(Macros •F^"J"i'.TaDle of 

', p. Automatics r3^,op. 

contents and index gfi,j 

wanltogc^y ^ 

.. II nil '" - 
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based musSf^''''^-^''^^'W;D/ 




• H-gh re5o/ut/on?£S /.^''"'"'^^^ 




— ^^^^^^ *"^^^^^^ d laser printers • L3" 



to giving you tne d^^" qq,. . /^uto IH^i'^i^ rP<;olution and coio 
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^^^K.i^^''..ui^ 
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like: precision up jo^ J, a^jto 
dimensioning scnei.^^ 

routing-Neming • oKr'" 
feP°'^'"^iS.S plotter support. 
compatib^'^;f^uJP,^struments:- 
Calcomp, '^Sackard™ and 
^^"^"'i.orfSSa'dotrnatrix, 
many more, ^^^ , - 



SSeVesoutlon and color 

Ko-S^P^"XStypesofcad 

^^^^TonlteArcSural, 
applications like a ^.^^ematic - 

SPimP-f^^^' 

pick up yours today! 
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17408 Chatsworth St, Granada Hills, CA 91344, 



Inside CA 818/360-3715 • outside CA 800/522-2041 • FAX 818/360-1464 



^nd w\\\ Kr^r^^^^ *or the a rJ 
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Create your own universe with 













p^.:_,v^'i. 




EASE OF USE 

' Uses standard Amiga 
environment of mouse control, 
menus & windows 

• Fully mufti-tasking 

• Wire frame edit mode 

• Full library of graphics 
primitives 

• Power tools like spin, grab, 
extrude, reflect and unslice 



> . '^ic WiK '>f^'*''' 
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■mr.'iS 







CONTROL 

• Complete control over the 
color, -texture, smoothing and 
shading of every surface of 
every object 

• Complete control of brightness, 
color and placement of multiple 
light sources 

• Complete control over the 
camera position and angle of 





POWER 

• Automatically handles shading, 
smoothing, anti-aliasing, 
shadows and texture 

• Objea files let you build your 
own libraries of primitives 

• Overscan creates *'true video" 
images ' 

• Painting mode renders otyects 
in seconds , 




COMPAT[BfLITY 

• All image files are IFF 
compatible 

• Script file mode accepts ASCII ■ 
input 

• All resolution modes are 
supported 

• Full support for video frame 
bufl'er boards and genlocks 

• Not copy protected in any way 
shape or form 



Look for ANIMATE 3-D coming in Summer '87 



BVTE b'yBVTE. 

Aboretum Plaza II 9442 Capital of Texas Highway North Suite 1 50 Austin, TX 78759 (5 1 2) 343-4357 

• Requirements: A 1 000, A500. or A2000 Amiga Computer with 5 1 2K RAM or more. 



